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TWO GREAT PLAYABLE DEMOS 


DEMO1/INTERNATIONAL SOCCER SUPERSTAR 
The latest, and very much greatest, version of Konami's 
critically acclaimed football sim. 








DEMO2/WILD WILD RACING 
Rage's barking mad off-road buggy racing spectacular. 





PLUS/ROLLING DEMOS 
Ready 2 Rumble: Round 2, Gran 
Turismo 3, Dead Or Alive 2, Moto 
GP, Tekken Tag Tournament, and all 
EA Sports’ best for 2001... 


»FULL DETAILS PAGE 10 
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EDITOR’S LETTER 





Welcome to 
the future... 


You're not stupid, you know what this is all about. It's about technology allowing us 
to delve deeper. It’s about the beginnings of a unique form of entertainment, where 
stories, characters and emotions merge with breathtaking visuals. It's about 
imagination, ingenuity and vision. It’s about being free to play, watch and experience 
an unimagined level of gaming, It's about potential not polygons, emotions not glitter 
and you, not anyone else. It's about PlayStation 2 - and that says all of the above, 
and so much more. 

Friday, 24 November sees the launch of what Sony is rightly calling the future of 
home entertainment. Yes, it's a games console — that's the reason we're here in the 
first place. But that’s only the beginning of what it is. From the immediate possibilities 
(like scanning your facial features into a game} to a future where games, movies and 
music are beamed directly into your front room, PlayStation 2 is poised to transform 
mainstream home entertainment into something different. Something better. 

There's a world of possibilities out there, and you're going to need a guide. That's 
where we come in. Every issue, we'll showcase the best of the now with our definitive 
reviews of today’s hits. Meanwhile, exclusive previews and news reports will unleash 
the games of tomorrow, while our unrivalled features will take you behind-the-scenes 
with the future's stars. Along the way, we'll be interviewing the industry's top creators, 
and charting the many courses PlayStation 2 may take. DVD reviews will show you 
the new digital worlds PlayStation 2 is touching, and as new technology arrives, we'll 
be there with the lowdown before it hits the shelves. Guaranteed. 

But this about your experience, and that’s where a certain blue platter comes in. 
Unlike any other magazine, Official PlayStation 2 Magazine's exclusive demo disc will 
allow you to check out the games you read about. Featuring the latest playable 
demos, plus video footage of the hits of tomorrow, we plan to expand the disc's 
capabilities with movie trailers, show reports, interview footage, music videos and 
more. Other magazines just talk about games. We let you play the games for yourself. 

In-depth reviews, breaking news, intelligent features, hardcore tips, insider 
information, playable demos... Official PlayStation 2 Magazine is your official guide to 
everything PlayStation 2. Read our words, look at our pictures, and by all means let 
us know what you think. But most of all, breathe in the heady aroma of possibility. 
Folks, we're going somewhere here. 


Just a game console? Yeah, right. 4 


f 
( 
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MIKE GOLDSMITH 
Senior Editor 
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With an Official PS2 subscription you 
get six issues at just £4.50 each 


Call 01458 271184 now, quoting order 
code PLTPO1, or turn to page 160 for 
more details 
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n, Ready 2 Rumble rages back means having to spend 


pes Se Soquel a whole lot on Afro Sheen. 


PS2 - The Official Playstation 2 Magazine 


Uh huh. That’s right. The King of the Ring, Afro Thunder, returns with more 
style, moves, taunts and punishing soul. Plus a spectrum of new features await 
like 13 outrageous new boxers including 5 special characters and 10 returning 
contenders. It’s intense, over-the-top boxing action. Come on. I know you feel it 
now. Let’sGetReadyTo Rumble™. 








Train with New Ring-Clearing New Taunts, Combos Sharper Single 
Mini Games Rumble Flurries and Animations Boxing Personalities Player Boxing 





PlayStation.2 





FUTURE PUBLISHING LTD, 30 MONMOUTH ST, BATH BA1 2BW 


Telephone: 01225 442244 Fax: 01225 732275 Email: PS2 futuenet.co.uk 





MATT BIELBY GROUP SENIOR EDITOR 
TREVOR GILHAM CREATIVE DIRECTOR 


Editorial 
MIKE GOLDSMITH SENIOR EDITOR 


Sam Richards DEPUTY EDITOR 
Jamie Sefton NEWS EDITOR 

Ben Lawrence GAMES EDITOR 
Paul Fitzpatrick STAFF WRITER 


Louise Wells OPERATIONS EDITOR 
George Walter PRODUCTION ASSISTANT 


Nick Moyle ART EDITOR 
Graham Dalzell DEPUTY ART EDITOR 
Niki Earp DESIGNER 


Contributing Writers 
Scott Anthony, Ryan Butt, Daniel Griffiths, Kieron Gillen, Lee Hall, Lee Hart, Dan 
Mayers, Steve Merrett, Rob Pegley, Jodo Sanches, Guy Woodwood 


Contributing Photographers 

Louise Broom, Rick Buettner, Martin Burton, James Cheadle, James Cope, 
James Cumpsty, Elena Dorfman, Piers Hanmer, Katharine Lane-Sims, 
Hiroshi Nin, Gavin Roberts 


Contributing Illustrators 
Will Barras, Anne Cakebread, Mr Jago, Chris Stocker 


Japanese Office 
Max Everingham, Amos Wong 


Advertising 


Bath Office 

Anne Green SENIOR ADVERTISING MANAGER 
Nicky Marsh ADVERTISING MANAGER 

Liz Dennys DEPUTY ADVERTISING MANAGER 
Helen Johns DEPUTY ADVERTISING MANAGER 
Lucy Owen SENIOR SALES EXECUTIVE 
Rebecca Hamilton SALES EXECUTIVE 

Jayne Caple GROUP ADVERTISING MANAGER 
Call Bath advertising on 01225 442244 

Fax Bath advertising on 01225 480325 


London Office 

Jo Wilmott COMMERCIAL DEVELOPMENT MANAGER 
Neil Abraham COMMERCIAL DEVELOPMENT MANAGER 
Call London advertising on 0207 317 2600 


Duncan MacDonald SENIOR PRODUCTION CO-ORDINATOR 
Emma Muddimer PRINT SERVICES CONTROLLER 
Judith Green GROUP PRODUCTION DIRECTOR 


Managerial & Marketing 


Mia Roberts PUBLISHER 

Chris Power OVERSEAS LICENSING 

Gill Stevenson MARKETING MANAGER 

Robert Price GROUP PUBLISHER 

Mike Frey MANAGING DIRECTOR 

Subscriptions are at: Future Publishing Ltd, FREEPOST BS4900, Somerton, Somerset TA11 7BR 
Telephone: 01458 271184 


Printed in the UK by ET Heron 
© Future Publishing Ltd 2000 


Future Publishing Ltd is part of The Future Network plc. 


The Future Network serves the information needs of groups of people who share a passion. We aim to satisfy their passion 
by creating magazines and Web sites that offer superb value for money, trustworthy information, multiple ways to save time 
and money, and are a pleasure to read or visit. This simple strategy has helped create one of the fastest-growing media 
companies in the world: today we publish more than 130 magazines, over 45 magazine Web sites and eight specialist Web 
networks from offices In seven countries. The company also licences 52 magazines in 26 other countries. 


The Future Network plc is a public company quoted on the London Stock Exchange (symbol: FNET) 


Ee oD 
Media With 


Media with passion 


Chris Anderson CHAIRMAN 
Greg Ingham CHIEF EXECUTIVE 
Jan Linkins FINANCE DIRECTOR 
Tel +44 1225 442244 


www-thefuturenetwork.pic.uk 


Bath, London, Milan, Munich, New York 
Paris, Rotterdam, San Francisco, Tokyo, Wroclaw 


Passion 





008 —J —. 


CONTRIBUTORS 


Helping Official PS2 reach the shelves this month are 


CAT CHANNON 


Official PlayStation Magazine's Disc Editor 

doesn't just double up as Disc Ed on this mag 

too, she's also a TV star (albeit of the, erm, non- 

terrestrial variety). Past glories have included 

everything from Games World on Sky to the tech 

show Gear on cable channel DOT TV, and right 

now she’s filming the third series of Cheats (a 

game review, news and, yes, cheats show) for 

Trouble TV and Scene 1. Cat “shared a moment” 

in a lift with Tony Hawk (of Skateboarding/Pro 

Skater 2 fame), has been in a rally car with Colin 

McCrae and used to race Formula 600. In her : 
spare time, she enjoys baking, dancing, and - 
“following the ways of the Shaolin Wu Shu,” but nothing can compete with the thrill of 
visiting Monkey actor Masaaki Sakai’s house in Tokyo. Of course, Cat. 


Game of the moment: “I was going to say Tekken Tag for bringing back Jun {and for 
including an ultra-hard mode}, but | reckon Aqua Aqua just pips It. I've no clever reasons 
for this. It's just that, like all the best Tetris clones, it's utterly, utterly addictive.” 


’'m holding my breath for: “Online first-person shooters becoming a reality on PS2.” 


GEORGE WALTER 


Official PlayStation 2 Magazine’s new 
Production Assistant moonlights as a funk 
and soul DJ at Bath’s Moles club (check out 
Wednesday's ‘Mr. Phat’s Funk Emporium’ if 
you're ever in town). It’s a bloody sight safer way 
for him to spend his time than in his c1990 
band Exit Society (“We were like early U2, but 
with more advanced mullets”), The entire group 
was once arrested at gunpoint by German plain 
clothes police officers for robbing a telephone 
phone box during an ill-fated youth club tour. 
(Well, they were only 14.) “Four of us were 

3 . crowded into the box trying to order a pizza, but 
they got the wrong end of the stick. It was a mistake anyone could have made.” Of 
course it is — but we’re keeping an eye on our small change just in case. 





Game of the moment: TimeSplitters. “| love any game where you get to shoot your 
mates. Jamie always plays as the duck, and | like punching the duck ” 


Vm holding my breath for: Theme Park World. “It’s a bit dubious, but | really want to 
see the bit where the kids hurl in glorious PS2vision.” 


SAM RICHARDS 


OPS2’s tallest team member is just back from 
Japan, where he reported on the Tokyo Game 
Show for this issue (see page 68). As befits a 
now ex-band member, Sam ate up the karaoke 
possibilities (‘My Uptown Girl is now legendary in 
Meguro”, he claims) as well as a bright pink, 

cold (and extremely rubbery] fish that the 

people from Square made him try. Since his 
return, the office has been awash with Japanese 
tat, from the inevitable dubious anime schoolgirl 
pictures to all sorts of Domo-Kun paraphernalia 
(a bizarre character who resembles nothing so 
much as a squashed turd with eyes, arms and 
legs}. He's also attempting to initiate an office table tennis ladder. 


Game of the moment: SSX. “I'm a sucker for speed, and this game is fast.” 


’'m holding my breath for: “Dark Cloud, Sony's Zelda-meets-Sim City adventure. The 
chance to build your own town, then zoom into it in third-person? Oh yes.” 


KATHERINE LANE-SIMS 


Photographer Katherine had a great time 
snapping the living daylights out of supple vox 
poppers at the UK B-Boy Championships, not 
least because Roots Manuva, her favourite 
group, was playing there. With a boyfriend who 
runs a record label and DJ agency, it’s no 
surprise that music, “especially House”, and 
“getting into clubs for free” feature highly in her 
interests. A love of Bristol City FC doesn't at 
first square with her professed love of football, 
but not according to her recent celebrity 
photoshoot - a pre-resignation Kevin Keegan 
told her that he played for them as an Under-21. 
Katherine's confession that the shoot was “probably why he resigned” seems unlikely 
until she adds that she also lensed the England team’s recent nemesis, the German 
and Liverpool midfielder Dieter Hamann. Hmm. Suspicious. 





Game of the moment: “| liked the fighting games they were showing at the B-Boy 
Championships [Tekken Tag Tournament and Dead Or Alive 2]. | like fast games.” 


Pm holding my breath for: “Basically anything fast, racers especially.” 
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As you might have noticed, there 
was a rather funky looking CD- 
ROM in a dinky plastic case 
flopping about in the bag with 
your magazine this (and, indeed, 
every) month. Official PlayStation 
2 Magazine is the only place you 
can get hold of PlayStation 2 
game demos to try before the 
games themselves hit the shops. 

And on that CD, have we got 
some treats for you, including 
exclusive playable demos of the 
greatest footie game on the 
planet, International Superstar 
Soccer and the fast and frantic 
Wild Wild Racing. Other highlights 
this issue — for my money, 
anyway — have got to be the 
spectacular rolling demo of EA 
Sport's line-up, a sneaky look at 
Moto GP [a bit of a potential 
sleeper hit, | reckon) plus videos 
of Tekken Tag Tournament and 
Ready 2 Rumble: Round 2. 

In future months, when the 
whole PlayStation 2 bandwagon 
really starts rolling, we'll have 
even more stuff packed on the 
disc - downloadable cheats and 
game levels, a smattering of film 
trailers and music videos and, of 
course, more playable demos. 

There's not much else to say 
here, really. What are you waiting 
for? Get playing. Enjoy! 


Catherine Channon 
[D)om el tela 


PS To use this disc, load it up 

on your PS2, then scroll between 
games and videos using 4 and 
¥. To choose within a section, 
use € and —. Press @ to select 
the demo you want. At the end of 
some demos you'll need to reset 
your console. That's it, have fun. 
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| PLAYABLE DEMO ONE 


INTERNATIONA! 
SUPERSTAR 4. 
SOCCER 


Publisher: Konami/Game type: Football sim/Demo type: Playable/ 
UK release: 24 November/Players: 1 {finished game 1-8) 


So the England team may be incapable of beating an empty pitch in 
real life, but that doesn’t mean it has to be so in PS2 land. International 
Superstar Soccer has made the transfer to the 128 bit league, and it 
looks like it’s going to be a great season. In our exclusive demo you get 
to take part in the showdown of showdowns, a match that every 
England fan dreams of. 

Yes, it’s England vs Germany. A full squad including Beckham and 
Owen (completely impervious to injury - and it would appear Howard 
Wilkinson didn't pick the team) take on Germany in five minutes of 
blistering football action. The complete game (reviewed on page 138 
this issue) features fully-updated team stats from around the globe, 
and oodles of extras. Until then you'll have to make do with two sworn 
enemies fighting for supremacy, teams accurate to within an inch of 
their lives, fully interactive camera angles, tactical mapping, game 
strategy and action replays of some seriously impressive net bursters. 
ife, isn’t it? 
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CAN WE HAVE 
A WORD? 

We kick a couple of 
questions around with 
KCEO, the people 
behind International 
Superstar Soccer. 


In the West, Japan isn’t 
widely thought of as a 
footballing nation. Is 
this true? 


In fact, we learn how to play 
soccer in Japan from Junior 
High school. After baseball, 
it’s the most popular game 
for kids to play. Remember, 
Hidetoshi Nakata who plays 
for Roma is Japanese. 


What gameplay features 
were you keen to 
incorporate in ISS? 


It's easy to play. You can start 
with just pass, trip and shoot, 
but as you play you can learn 
various types of technique 
that increase the depth of the 
game. It's our target to get 
everybody to enjoy ISS. 


» Controls. 
D-pad/Left analogue: dribble 
Right analogue: keeper 


When Attacking 
@: Cursor Change 


@p: 1-2 Pass 
@: Thru ball 
©: Lob 
@: Pass 
@: Kick 


When Defending 

@: Cursor Change 

ap: Dash 

©: Slide 

(OHM ETL AC 

@ + @ or ©: Charge 





| PLAYABLE DEMO TWO 


UK release: 24 November /Players: Z {finished game 1-2} 


GENTLEPERSONS, START YOUR engines! Time to turn your sofa into the cockpit of a 
tube-framed, souped up buggy in this bone shaking taster of Rage’s latest. Take on 
the other drivers over some of the hardest terrain ever crammed into a race course. 


_No pit stops, precious little tarmac and a host of short cuts await you. The full game 


lets you race around five enormous tracks to win seven custom-built dream cars, 
including the Holy Grail of all terrain rides: The Wild Wolf. There’s also a challenge 
mode that tests your driving skills to the limit by getting you to perform crazy stunts — 
- and chase an oversized beach ball! This demo gives you a full track to hurtle 
around, plus one of the maddest stunt challenges ever... the Mud Blaster. You have 
25 seconds to climb the summit of a mud-caked hill then charge down and leap 
over a line of double decker buses. Wild Wild indeed. 





0:08:959 






Race Challenge: India 

When you take the Mud Blaster challenge, 
your task is to negotiate the tricky course 
within the time limit (26 seconds for a 
bronze, 23 for a silver and 21 for the 
precious gold medal). This short track, 
consisting of obstacles, hills, sharp turns and 
~ the real man/mouse divider - a couple of 
leaps over rows of parked buses, gives you a 
great taster of Wild Wild Racing's wily ways. 


Race Challenge: India 


A full, three-lap race against three other 
the rugged plains of the 
gees from | the Double Moon 






to drive) and attempt to post a fast 


» Controls. 





©: Brake 
@@: Rear view (while pressed 
down) 

gp: Change view 





Got a taste for the 
the full review on page 
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READY 2 RUMBLE: ROUND 2 


Publisher: Midway/ Game type: Boxing sim/ 
Demo type: Rolling/UK release: 24 November/Players: 1-2 


ANY GAME THAT allows you to use the word ‘pugilism’ 
has got to be good from the off. The return of Midway's 
incredible boxing sim is packed with superb combos, great 
animations and a crazy sense of humour — just like the 
original. But with a brand new training mode and a host of 
new fighters — including NBA big man Shaquille O'Neal and 
the King of Pop himself, Michael Jackson — this is much 
more than just a rematch. Our demo lets you check out the 


action from the relative safety of the ringside, but it’s sure to 

dazzle you with punch upon furious punch. You're also 

treated to the new comic characters, special moves and ’ ; ; 

unforgettable opponents. To find out how the finished Publisher: Namco/Game type: Beat-'em-up/Demo type: Rolling/UK release: 24 November/Players: 1-4 


Rumble weighs-in, turn to page 134 for our review. FOR THOSE OF YOU newly arrived on the planet, breath-taking opening FMV is included, lovingly 
Tekken is the finest family of beat-'em-ups ever to interspersed with copious amounts of in-game 
grace the gaming dojo. TIT is Tekken, only more so. action. Massive special moves, head-splitting kicks 
You'll find great tag team battles, a wealth of fighters and stunning scenery round-up this demo, and 
with unique styles and a brilliant unlockable Tekken when the final scene comes — an FMV of Kazuya 














| ROLLING 





EMO TWO 
















Bowling mini-game, plus the best moments from exploding in showers of purple flames — you'll be 
the series, all given a fabulous PS2 makeover. Take a __left literally fighting for breath. Read our massive 
look at our rolling demo and you'll already be able review of this fantastic launch title if you think you're 
to see what all the fuss is about. The complete hard enough. It begins on page 110. Game on! 







are 
Sis © CAN WE HAVE 
A WORD? 


TIT designers speak! (Page 114 has more] 












Why use only Asian fighting styles? 


First of all, we chose the fighting styles well- 
known in Japan. Then later, in Tekken 3, we 
added to that by introducing Capoeira (a 
Brazilian martial art). Our policy is that 
whenever we find an interesting fighting style, 
or even one that just looks great, we'll use it. 


\ 






DEAD OR ALIVE 2 


Publisher: Tecmo/Game type: Beat-’em-up/ 

Demo type: Rolling/UK release: December/Players 1-4 
And the bowling game? How did that 
come about? 


It was all because of the very high quality of 
the graphics. In the regular game, the floor of 
the room was quite glossy, with a wonderful 
finish. We wanted to use the glossiness for 
another purpose, and bowling seemed the 
obvious choice. 










FEAST YOUR EYES on this. DOA2 is arcade scrapping at its 
best. As politically correct as buxom martial arts action can 
get (which is to say, not very), it's got a lot more going for it 
than mere eye candy. For one thing, it’s incredibly fast. For 
another, the scenery is no longer just that. That's right, these 
interactive multi-level environments mean you can throw, 
punch, kick and generally manhandle your opponents 
through windows, off roofs and into snowdrifts. And, with the 
new tag mode, you can get some pals to help you do it too. 
In this demo you'll see a sizable number of the cast 
throwing, pummelling and ass-kicking their way through 
frozen wastes, sun bleached deserts and industrial 
backdrops. This really is a beat-'em-up for all levels of 
gamer. For more tasty shots of the game check out the 
preview on page 26. 
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extras 


FINE 
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MOTO GP 


Publisher: Namco/Game type: Motorcycle racing sim/Demo type: Rolling/ 
UK release: January 2001/Players: 1-2 


WITH ARCADE GIANT Namco on the case, the anticipation for this motorbike sim Is 
high. Although those expecting the usual hang-on-for-dear-life two-wheel racer will be 
disappointed. Moto GP Is shaping up to be much more of a reality-based experience. A 
word of warning: keep your foot down and you'll be spending most of your time getting 
acquainted with the crash barriers. Instead, you must brake and watch that turning angle. 
In short, you're going to have to learn how to race a bike, not just race. That's not to say 
Moto GP is so hardcore it’s going to be light on the thrills, however. Just take a look at the 
video. As real footage gently melts away to in-game footage you'll be peering through your 
fingers to check whether the crashes, spin-outs and over the bar shenanigans are over. No 
wonder it’s being pitched as ‘the Gran Turismo for bikes.’ 


| ROLLING DEMO FOUR 





A COMPENDIUM OF CLIPS from the most brutal, 
bone crunching sports on the planet are unveiled here 
in EA’s masterful showpiece. This mouth-watering 
assortment of sporting greats includes Madden NFL 
2001, NHL 2001, F1 Championship Season 2000, 
Knockout Kings 2001, Tiger Woods PGA Tour Golf, FIFA 


2001 and NBA Live 2001. 


Witness the sweat-sprayed dream pairing of 
Mohammed Ali and Lenox Lewis, Juventus slamming 
home awe-inspiring match-winning goals to the 
adoration of thousands of fans, a perfectly animated 





ELECTRONIC ARTS MEDLEY 


Publisher; EA Sports/Game types: Sport sims/Demo type: Rolling/UK release: Various/Players: Various 


Tiger Woods clubbing balls into photo realistic skies, 
and Mexican waves sweeping the frenzied spectators of 
an ice hockey match. 

This magnificent medley, accompanied by stunning 
editing, a rousing soundtrack and cinematic slo-mo 
replays are enough to whet anyone's appetite. And 
that’s just the trailer. Just imagine how good the real 
things are going to be. Let the games begin... 

To see the calibre of these forthcoming games 
for yourself, try the first review of Madden NFL 2001, 
which appears on page 148 this issue. 
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GRAN TURISMO 3 


Publisher: SCEE/Game type: Driving sim/Demo type: Rolling/ 
UK release: March 2001/Players 1-2 


YOU'VE HEARD IT before, we'll say it again, but please listen: this game really has to be 
seen to be believed. In fact, just check this rolling demo for proof - If you find It hard to 
tell that this isn’t film footage, you're not alone. Now understand that these are in-game 
graphics, and you have our permission to be totally gobsmacked. GT3 Is the latest (and, 
need we say, greatest) incarnation of Polyphony Digital's peerless racing game. In the 
finished version, there are around 150 cars to race and modify, options galore and all the 
features that have made the GT family the best excuse for burning rubber ever invented. 
Just take note of the tremendous lighting, from the blinding sun to dappled shade ~ every 
car is kissed with shading and reflections that defy belief. You'll be able to see why, though 
the game's not available until March, we couldn't wait to show you It now. 


Soil ho cere 


»>ON NEXT MONTH'S DISC 


FOUR GREAT PLAYABLE DEMOS 

01. SILENT SCOPE 

The ultra-violent urban sniper game, reviewed extremely positively 
this issue. Take out terrorists! Watch them topple from tall buildings! 
It's all here... For more details, check out the review on page 140. 


02. RAYMAN REVOLUTION 
Ubi Soft’s limbless mascot stars in what might be, quite possibly, 
PlayStation 2's first platform game. 


03. READY 2 RUMBLE: ROUND 2 

Hilarious, well-received in-ring action. And starring perhaps the 
biggest hair ever seen in videogames. It’s reviewed on page 134 If 
you want to know more. 


04. DYNASTY WARRIORS 2 

Impressive free-roaming samurai action adventure, where the bad 
guys queue up to be slashed to ribbons. It’s previewed on page 24 
this issue. 


Next month it just gets better, with more playable demos, more 
rolling demos and much more besides. It all goes on sale 
4 December. Don't miss it! 


*Here’s what we think we'll be bringing you. Obviously, things change fast 
in gamesland, and the exact contents may be different. 
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It’s an age-old story. Every time you launch a magazine, you get the same problem. 
You've got a letters page, but Father Time and his twisty ways mean you haven't got 
any letters to fill it. So what to do? Easy - send out a nice letter to a few bods in the 
videogame industry, asking them to answer some of the more pressing PlayStation 2 
quandaries. In return, they get the chance to plug their wares (although we’ve cut 
most of that out). Hence, the following letter recently went out to selected pros: 



































NOT THE STAR LETTER 


Hello everybody, 


is it a bit of an irrelevance? 


5. What are your feelings about broadband, and the network possibilities for this machine? 
Is it really a vital part of what PS2 is, or a bit of a red herring? 
6. PS2’s styling, Is it really as sleek and modern and home entertainment-ish as everyone 
says, or is it an aesthetic failure? How do you feel about the joypads and other peripherals? 
And with regard to the tech specs, what are you particularly thrilled or disappointed by? 
7. One of the Holy Grails in gaming at the moment is generating a genuine, subtle 
emotional involvement with a game in the minds and hearts of those who play it. Can this 
really be done? What games are closest to achieving it? And what’s holding us back? 
8. Another Holy Grail is the idea of episodic gaming, where you buy {or download} a game 
a chunk at a time. Is this going to be an important part of gaming in the future? 

Hope there’s something to get you thinking there. If not, you could just write a nice 
little good luck message to massage our deadline-weary brains. We're not saying it'll get 





you printed, but we'd like to read it anyway... 


Lots of love, 


Everyone at Official PlayStation 2 Magazine 


As you may or may not be aware, we're currently beavering away like robots on the first 
issue of the Official PlayStation 2 Magazine. But there remains a problem. This being the 
first issue, we haven't got any letters to go on our letters page. And since we hate the idea 
of making them up, we wondered if you'd help out by sending us some words? 

So. What we want is a missive from you, hopefully setting the agenda for the page, and 
getting our readers thinking about some of the issues that the arrival of PS2 raises. Your 
letter can be a couple of lines long, or go on for thousands of words — all are welcome. 
Though, realistically, 200-500 words is probably best. As are letters with the korrekt spalling. 

Here are a few topics you might want to comment on to get us going: 

1. PS2 is said to be very difficult to write games for. Well, is it really? What are the specific 
problems developers are struggling with, and how hard are they to get around? 

2. Many of the big launch games (Tekken Tag Tournament, Ridge Racer V, ISS} are but the 
latest instalments in one well-known franchise or another. Is this a good thing? 

3. Which games are really going to put PS2 on the map. Is it the obvious — say Metal Gear 
Solid 2 — or might something appear out of left field and surprise us all? 

4. |s the DVD playback feature really going to be such a big plus point with consumers? Or 








Most of the replies concentrated on 
questions five {about broadband) and 
seven (about emotional involvement in 
games]. Here's one on broadband: 


KEY INGREDIENT 

I'm sure Internet connectivity will be seen 
as PlayStation 2’s key ingredient in the not 
too distant future. A bold claim, perhaps. 
But this new connectivity or ‘convergence’ 
era has the potential to offer new 
dimensions to the playing experience, in 


terms of both delivery and style of content. 


Until now, Internet-based multiplayer 
gaming has been restricted to a small-ish 
number of PC users, and, with a few 


exceptions, hasn't been much to write 
home about. This is partly to do with the 
connectivity speeds currently on offer, but 
is more the fault of the niche, minority 
appeal games offered. For online gaming 
to succeed on PS2, games will need to 
boast a much wider appeal. 

Quite what this means exactly isn't 
clear yet, but we can be fairly sure that 
these new games are going to have to be 
substantially different to those we all know 
and play today. Instead of offering 40 odd 
hours of gameplay aimed towards the 
single participant, they may well come in 
an episodic format, much like current TV 
programmes. The story lines may evolve in 


da | Packed with eulogies and vitriol, it’s the bit you write. Well, from next month it will be... 





different directions, depending on how the 
characters [in other words, the player] 
react in the gaming environment. They 
may even appear take place in ongoing, 
ever-changing game worlds offering 
access 24 hours a day, seven days a 
week. Whatever happens, game designers 
will have to spend a lot more time on 
their story lines and characters than is 
currently the case. Who knows? The 
phrase ‘Emotion Engine’ may even start to 
genuinely mean something, rather than 
just being a fancy buzzword. 

Today's Internet access speeds are 
acceptable for the vast majority of daily 
home applications, from viewing Web 
pages to sending email, but they don't 
have the capacity to deliver high-speed 
data or real-time streaming audio and 
visuals images. Broadband is seen as the 
saviour of this area, and that technology 
will certainly allow much faster delivery of 
the key components — though quite how 
quickly this will become affordable is a 
moot point. 

Right now, however, there seems to be 
no question — broadband is coming and, 
when it does, the gaming landscape will 
change dramatically. Personally, | see the 
arrival of broadband as the greatest 
evolution in gaming for the past 20 years. 
Glen O’Connell 
Head of Communications, Rage 


We reckon Mr Glen's got a point here. For 
more on the broadband revolution, try the 
Opportunity part of this month’s guide to 

PlayStation 2, starting on page 89. 


Next up, the runaway winner of the Blatant 
Self-Promoting Plug of the Month Award... 


BUY! OUR! GAMES! 

First of all, we wish you good luck with the 
launch of Official PlayStation 2 Magazine. 
Our whole team is really looking forward 
to reading it! 

The PlayStation 2 hardware is really 
exciting for us. It opens a whole new 
world in terms of visuals and network 
capabilities. We have already pushed the 
PlayStation console to its limits with 
Vagrant Storys lush graphics, and now 
we're very enthusiastic about bringing 
great titles like The Bouncer and Final 
Fantasy X to this new console. Square's 


developing teams can express their artistic 
talent with greater freedom using this new 
hardware, and that means a lot to us — as 
it does to our fans. By the way, don't forget 
that Final Fantasy IX will be PlayStation 2 
compatible, so that you can make the 
most of its amazing world and characters! 
Once again, good luck and keep up 
the good work! 
Yuji Shibata 
Managing Director, Square Europe Ltd 


We'd just like to say that Final Fantasy IX 
will be PS2 compatible and is out some 
time soon and that'll be a tenner. Cheers. 


Not everyone, however, was looking so 
optimistically at the near future. Others 
were more concerned with the immediate 
launch of PS2, and the way they reckon 
it's being handled... 


QUALITY, NOT QUANTITY 

What the hell is the point of 33 games 
coming out on the PS2 on the day of 
release when there are bugger all people 
who'll have the privilege of owning the 
machine by then? It wouldn't matter if 
half of these games weren't complete 
rehashes and reheats of popular 
franchises, but we all know the truth. 
People aren't stupid, and neither are 
retailers, and it won't be surprising if half 
of these 33 games will be almost 
impossible to track down in high street 
stores. The upshot being that publishers 
get their fingers well and truly burnt, and 
gamers will be left feeling they've been 
conned into buying marginally prettier 
versions of games they have already 
bought at least once. 

How does the saying go? It's quality, 
not quantity, that counts. Maybe Sony 
should have looked more carefully at the 
former with regards to games, and pulled 
its finger out on the latter point in terms 
of the number of PS2 consoles available? 

Of course, | hope the launch of the 
PS2 proves to be a huge success, but 
the general feeling is that Sony has let 
everyone down. Everyone from the top to 
the bottom of the industry is grateful for 
the spectacular success of PSone, but yet 
again complacency sets in, cats get fat 
and we're in the situation now where 
everybody has put all their eggs in the 
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So this is what the games industry reckons — but what about you? We want to know 
what you think. Either about the issues discussed below, about your new PlayStation 
2 in general, about why ISS didn’t deserve 8/10, or about our first issue. 

Winner of the Star Letter each issue gets a copy of the game of their choice and 
an exclusive Official PS2 Magazine T-shirt. Winner of the second best letter gets just 
the T-shirt. Anyone else printed gets nowt — except, of course, the rare honour that 
is seeing their name in print in this fine tome. Send those letters to: Postal, Official 
PlayStation 2 Magazine, Future Publishing, 30 Monmouth Street, Bath BA1 2BW. Or 







Sony basket. What's going to happen if 
PS2 falls flat on its face? Unless Sony can 
ramp up production, get the price down, 
and get some must-have titles for the 
machine out there fast, we could be about 
to witness the biggest mess up in the 
history of the videogames industry. 

| sincerely hope I'm wrong... 
Anonymous Industry Bloke 


See your point, AIB, but a few facts. First, 
around 100,000 machines out on launch 
weekend is four times the amount for the 
original PlayStation. Second, if you don't 
want to buy Tekken Tag, give SSX a go - 
generally, we're impressed by the overall 
quality of the launch line-up. Third, have 
you played TimeSplitters yet? Sweet as. 


Finally, a lot of wise words. 


GETTING EMOTIONAL 
The greatest strength of videogames as an 
entertainment form has also always been 
the thing that stops it being an art form. 
The fact is that, unlike books (which tell 
you something} or films (which show you 
something], videogames make you 
experience something for yourself. That's 
what makes them so engaging at a 
visceral level. But at the same time this 
can be seen as a weakness, for as those 
of us who make our living playing games 
know, everything has to be subservient to 
gameplay. Unless a game plays well, it 
doesn't matter how good it looks or how 
well it tells a story — it’s still a crap game. 
Attempting to impart some emotional 
involvement on top of this gameplay - 
except, perhaps, a desire to win - on 
PSone games was an impossible task. 
Sure, games on PSone represented 
some huge advances in the way they 
represented the world, but these advances 
were purely physical. Graphics became 3D, 
physics became more realistic, but the 
experiences people were offered — solve 
this puzzle, kill this man with a leopard on 
his head, drive round this track faster than 
the other cars — were not. No matter how 
fantastical or pseudo-realistic they were, 
they were essentially linear progressions. 
When we first heard Sony had dubbed 
its graphics chip set the Emotion Engine, 
we all thought “What the f**k?” But, having 
worked with the machine for a year now, 


email PS2@futurenet.co.uk. Get writing! 


we're beginning to see where they were 
coming from. If people use the power of 
the PS2 to utilise great lighting effects 

and to put extra details on characters, but 
nothing more, then we'll end up with a lot 
of souped-up versions of existing genres. 
We'll just be giving them with prettier 
baddies to kill, more attractive keys to find 
and better goal celebrations. 

But it doesn't have to be like that. The 
power of PlayStation 2 is such that, unlike 
any previous system, you can pull away 
the boundaries and limitations that 
designers had to use to hem the player 
in. In the old days, we had to create an 
environment small and uniform enough 
for the machine's weaker processors to 
be able to handle it. Now, we can build 
worlds that seem more or less limitless 
and let players explore for themselves. 

The only limits the player should now 
experience are the physical limitations of 
their in-game state (how fast they can run, 
how healthy they are, etc) and those of 
their enemies. At the same time, we can 
make the camera close up on a 
character's face and show them 
registering emotional distress in a way 
that was never previously possible. 

Interactive entertainment must retain 
its soul, and its soul has always been fun. 
But, it is this interactivity which will let 
people tell stories, and engage them in 
new ways. Games should not aim for the 
intellectual or artistic integrity of films. 
They should aim for their own, distinct 
artistic integrity, because games can 
achieve a level of involvement from their 
audience that necessarily eludes more 
passive mediums. 

Anyway, best of luck with the new 
magazine, and keep the reviews honest! 
The cheque is in the post. 

Sam Houser 
President, Rockstar Games 


Vive le rock! Kick over the statues! Raid on 
Entebbe! Houser-san knows the road to 
the future and he's just given us the A-Z! 
Now, about that Midnight Club review... 


And that’s your lot. Expect some of the 
replies that arrived a bit late for inclusion 
next issue, plus the first few letters from 

Joe and Josephine Public. Write us now — 
or we'll print more plugs from Square... 0 























Which Japanese 


company’s name 


translates as 


small wave? 








SMALL 
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BUILD 
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A STORM APPROACHES 
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INTERNATIONAL SUPERSTAR SOCCER 


ESPN INTERNATIONAL TRAGK & FIELD 7 BLADES ESPN WINTER X-GAMES 


"SMALL WAVE" 





ESPN NBA 2NIGHT GRADIUS II & IV SILENT SCOPE 





METAL GEAR SOLID 2: SONS OF LIBERTY SHADOW OF MEMORIES ZONE OF THE ENDERS 


SMALL WAVES BUILD GREAT STORMS 
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22 WipEout Fusion 

The PSone classic is back, with loads of new 
weapons, and a more track hugging feel. 

24 Dynasty Warriors 2 

Epic, real-time strategy-cum- 


slash-’em-up crossbreed. 


26 Dead Or Alive 2 

OTT beat-'em-up action (lady 

bumps a speciality). 

28 Red Faction 

Spectacular first-person shooter, set on Mars. 


(Imagine Total Recall: the game.) 


32 Ephemeral Fantasia 


An RPG with a difference. You sing! You jam PS2's most eagerly awaited racer may not be a ‘true GT3', according to 
aici blair creator Kazunori Yamauchi, but do you see us complaining? Take a good, 
34 7 Blades long look at this glorious, ultra-playable game and see if you don't agree... 


With up to 20 enemies on screen at once, this 
samural slash-’em-up piles on the action. 


36 Moto GP 5 
It’s motorcycling’s all-action answer to Ridge Publisher: SCEE 
Racer (and Gran Turismo). Developer: Polyphony Digital 
Players: 1-2 (up to 6 
with i-Link) 
Release: March 2001 





Lotus Elise: Yamauchi will be fuming that a facelift’s just been announced. ‘Only’ 150 cars in GT3, but they cover all the bases, from supercars like the 911 to assorted race variants. 


Tracks have plenty of variety. 
These are shots from your 
reaf-view mirror. 
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Oh dear - our MR2’s struggling at the back of the pack. 
But no matter how many cars are busying up the screen, if 
there’s pop-up to be seen, we've not spotted it. 


018 = r=. Time Limit 
160 sec. 


0 this is it - the world’s favourite driving 

game has been all spruced up for the 

PlayStation 2 and is looking, quite frankly, 

the business. Almost inevitably, considering 

the immense contribution of the first Gran 

Turismo to the success of the original 
PlayStation, Gran Turismo 3 was among the very first titles to be 
confirmed by Sony for its new machine. And although it won't, 
in the end, go on sale with the very first batch of PS2 games, its 
current March release date means it'll be among the titles that 
introduce most UK players to their spanky new system. Mainly 
because it'll be out around the same time the first non-pre- 
order machines make it to the shelves. 

And should GT3 turn out to be the first PlayStation 2 game 
you play, what better introduction could you have to the future 
of gaming? Although the gameplay is based very closely on 
PSone's Gran Turismo 2 — hence creator Kazunori Yamauchi’s 
reluctance for this new game to become known as GT3, 





though, unfortunately, that’s how it's ended up — the result is = A great place to start: 
anything but a simple rehash. Think ‘Gran Turismo 2.5' if you the humble Rover Mini. 
must, but better to think ‘Gran Turismo 25+, for there are many They're not exactly fast, 


but you're only pitted 
against sluggish Beetles 
and Jap micro-cars. 


ways in which this game outstrips anything yet seen in the GT 
series — or any other racing game, for that matter. 

Take the graphics, for instance. Visually, Gran Turismo 3 
has turned out to be stunning — a much over-used word by 
videogame reviewers, perhaps, but in this case it’s true. 
Everything is depicted at a much higher resolution than before, 
of course, but it's the special visual effects that you notice first. Time Limit 
The smoke that rises as you plough into a four-wheel skid. The 6 2 sec. 
style with which shadows are used in ways both bold {as when 
you move out from the shade of a large building into near- 
blinding sunlight) or subtle {the dappling of light before you as 
you race under a canopy of branches), The way a heat haze 
blurs your vision as a pack of cars screams over the horizon, 
particularly noticeable in the truly spectacular replays. 








Toyota Celica: one of the best handling coupes, but underpowered. No matter how good these shots of Imprezas and Alfas may look, they’re not doing the game justice, believe us. 


Some of the most stunning 
lighting effects come when 
you drive under a canopy 
of trees on a sunny day. 





Now isn’t that pretty? This track feels so 
‘early evening’ it hurts. 
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lap 2 


Rival GT3 drivers have a real ‘eye for an 
eye’ attitude. Cut one of these guys 
up, and they’ll pay you back in spades. 


JS 019 


020 —T =. 


ee Se 


GRAN TURISMO 3 


Flickering has even been eliminated, apparently by increasing 


the vertical but not horizontal resolution on the screen — 
although that’s very technical stuff, and we've yet to ask 
Yamauchi himself for a full explanation. 

The controls are different, too. This time, the new Dual 
Shock 2's sensitive analogue buttons read your inputs as a real 
car would — so the harder you press the accelerator button, the 
faster you go, just like a gas pedal. Same with the brakes. It’s all 
part of development team Polyphony's seemingly endless 
commitment to increased realism. 


THE REAL RACING SIMULATOR 

It's added realism that has always been Yamauchi-san's quest 
with the GT series, and with this one in particular. But for GT3, 
more attention has been paid to making it, as Yamauchi puts it, 
“the real racing simulator,” as opposed to the ‘real driving 
simulator’ of previous efforts. 

In other words, previous GTs were primarily about driving 
the cars, with racing a secondary aspect. This time round we 
can take realistic car physics almost as a given; the added 
effort has gone into the assorted drivers’ artificial intelligence, 
so it's more like you're racing against real, thinking individuals, 
“In the first GT3 demos we did, the cars were all pretty similar,” 
Yamauchi elaborates. “Since then we've been working on 
making the Al better and better. | won't be satisfied until each 
car you race has a noticeable personality.” 

It's an idea that had been planned for the original Gran 
Turismo, but simply proved too memory intensive for the PSone. 
In GT3, the other cars now react to the way you're driving — 
matching you aggressive move for aggressive move as you start 
to annoy them. Cut up an opponent at your peril... 

As well as being a serious driving simulator of sorts, Gran 
Turismo was always the perfect pick-up-and-play aprés-pub 
game, so some of the new version's impressive subtleties may 





Honestly, just check out that lighting. It’s a 
near-religious experience. 
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More beauty shots from the truly spectacular replays: the cameras are always in just tl 






well be lost on much of the audience. How many will notice, for 
instance, that atmospheric conditions affect the way the cars 
handle, so a Porsche 911 on, say, a hot, sticky track will drive 
differently to one on a misty, damp one? Yamauchi believes that 
this attention to detail is the future of gaming — or at least, the 
future of his games. As he says, ‘The pursuit is always realism, 
but then we should also be looking to chase the next level 
beyond that.” Slightly enigmatic, but he appears to be referring 
to some sort of heightened sense of reality - to games that are 
more real and detailed than reality itself - which is an 
approach he’s working on for future projects. 

For those familiar with GT2, Gran Turismo 3 may hold one 
disappointment — instead of the 500+ cars that game offered, 
this one's stable is back to the 150 or so of the original Gran 
Turismo. But to compensate for losing 350 cars, we must take 
into account the extra size of these vehicles — a typical auto 
model in GT3 uses up to 5,000 polygons, as compared with the 
mere 300 or so of a G72 car. The addition of extra courses 
(Monte Carlo and a new Tokyo city track bring the total up to 
15} sweetens the pill, as does the fact that you'll now be able 
to get full screen two-player race, although you will need two 
PS2s, two TVs and an i-Link cable. Breaking news reveals the 
game should support up to six players using the i-Link cable. 


NETWORK BATTLING ‘ON THE WAY’ 

So is there anything to be disappointed about? Not much, it 
would seem. Rally mode is in the game [it looked touch and 
go whether it would make it at one point) though the once 
mooted drag racing option seemingly isn’t. The sound quality 
is vastly improved over previous games, to an almost ridiculous 
degree, you could be forgiven for thinking —- see page 64 for 
more specifics. There's no network option and it won't be 
Internet compatible — though see the i-Link options above. 

All of these will come with the next version, according to 
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What’s that Calibra doing up against the GT-R 
and Viper? It’s got no chance, surely? 





Yamauchi, and, indeed, a few details of Gran Turismo 4 have 
already been released — chiefly the predictable fact that ‘it's 
already at the planning stage’, and that network battles are 
going to be a prime feature. It’s all to do with Yamauchi’s 
obsession with upping the realism of the racing as opposed to 
driving feel in the game. “While | think GT3 gives you the feeling 
of having ridden in a real car,” says Yamauchi, “real race driving 
is considerably harder to reproduce — and more interesting. 
There are many more things that we can do with that side of 
the game from here.” 

Gran Turlsmo 3 was originally intended to launch with PS2 
on 4 March in Japan, but won't appear until nearly a year later, 
so you can judge for yourself how tricky it's been getting the 
thing up to a Yamauchi-acceptable standard. The results are 
clear to see: for many non-gaming petrolheads, GT3 will be 
reason enough to buy a PlayStation 2 on its own. For the rest 
of us, it’s simply an extremely good game, and one given extra 
weight by its intensity of realism. Obsessiveness may be ugly in 
real life, but its a prerequisite for a great game designer. 0 





CO feta io cau meer ae in 
AN TURISMO 3 





Cars 
So, how good's GT3 looking? From the rave above you might think, 
“Very good indeed.” And you'd be right... 
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REALISM | AUDIO QUALITY | OBSESSIVENESS 
Beautiful car models, Best yet - every car | Yamauchi has not 
stunning effects, but was recorded afresh | lost his fetish for 

still no dents. to hit PS2 standards. | spot-on accuracy. 





Lotus Esprit: one of the fastest, most appealing Brits on offer. 


Replays are simply the 
business: beautifully 
shot and edited, and 
packed with heat hazes 
and other visual effects. 


Third place is getting 
kinda familiar, isn’t 
it? We’d better start 
improving by the 
time we get the 
finished game... 
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WIPEOUT FUSION 


ipEout is, quite simply, a legend on 
PSone. Back in 1995, its head-rush 
combination of frantic racing, 
mesmerising visuals and pumping 
soundtrack introduced a whole new 
clubbing generation to videogames. Five 
years on, Sony's Studio Liverpool — the Team Formerly Known 


WORDS: F-AMUE f Ji 
As Psygnosis — is preparing to unleash the next generation of 
this futuristic franchise on PlayStation 2. 
WipEout Fusion is set in 2150 AD, where the notorious 
‘Federation’ has unveiled a tough league containing a brand 
new breed of advanced gravity-defying craft, possessing hi-tech 
handling. This time the super-sleek ships hug the tracks much 


more closely than in previous WipEout incarnations, giving a 
‘rollercoaster’ feel to the game, with hair-raising loops, infeasible 


The fiercely intense futuristic racer slams headlong into —_Jumps and terrifying twists. ole 
th e PlayStati on 2: But can th e WipEout seri es survive The structure of the league system — with its different 


classes of Vector, Venom, Rapier and Phantom — has been 


the perilous Journey to Sony's 128 bit marvel? given a dramatic overhaul, combating criticism that WipEout's 


learning curve was too steep. A new cash management system 
gives players points depending on their finishing position in a 


Publisher: SCEE race and damage inflicted on opponents. Parameters such as 
Developer: Studio speed, stability, thrust and firepower can then be improved, 
dg allowing the player to define their ship's characteristics. Reach 
Ralanese aa oat the maximum upgrade level and you get a new ship with better 


weapons, more speed and shield energy. Eventually, players get 
to test-fly the most prestigious ship available: a black hyper- 
reflective stealth craft that avoids enemy radar. 

Courses are now spread over seven different environments, 
each containing three tracks of the easy, medium and difficult 
variety. Players start off in a windswept desert with sand dunes 
and deep canyons, then the action sweeps through varied 
landscapes including ice, jungle and a non-Costner water world. 
Studio Liverpool wants to cram a PS2 innovation into every 
track, so for example, the very first course has an evil 360° loop 
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responsible for the Levi’s and Dress Kylie _ 
explains what they've brought to WipEout... 


There are tons of Flash-type 
animations for every team 
that'll appear on billboards 
and menu screens, plus 

a whole new weapons 
iconography — doing that 
was a dream come true. 


So as designers, how do 
you feel about the look of 
the PlayStation 2? 
| can't really make up my 
mind whether | love it or 
t with team logos, _ hate it, to be honest. On 
race medals and the main _ one hand it looks like a 
system, which is now —_ workstation with some 
more like a cockpit ~ you're serious computing power, 
inside a craft rather than _ but on the other it looks 
just looking at a display. like a fan heater... JS 





Weapons have yet to be finalised, but all the favourites from previous WipEouts are included. 


The new ships hug the track closely to allow dizzying 
360° loops and rollercoaster sections of track. 





right near the start to disorientate the player. Tricky flip pads 
turn craft upside down, while transparent areas of track on top 
of each other allow you to look down and see what your foes 
are up to. All scenery is now interactive — boulders can be 
blasted to reveal secret routes, while the ships themselves take 
on damage, sending metal fragments spinning onto the track. 

The programming team has concentrated on bringing 
realistic computer opponents to the PS2 by paying close 
attention to the Al. Pilot characters now have their own 
personalities and will ‘remember which players have attacked 
them. The cache of weapons include upgraded versions of old 
favourites — such as the road shaking ‘Quake’ — that have been 
revamped for devastating explosions, although the final arsenal 
has not yet been decided on. In the two-player split-screen 
mode, specially designed weapons will provide new challenges. 

Although the game isn't due for release until March 2001, 
it's shaping up to be a stunning PS2 racer, with detailed tracks 
snaking over stunning landscapes and a cracking new 
multiplayer mode. Mix that with in-game music from the best 
UK dance talent, and snazzy new design (see Good Technology 
Q&A) and WipEout is set to make one hell of a return. 


ON TARGET 

UWIPEDUT FUSION 

WipEout Fusion is currently 70% complete, but should be speeding 
towards the finish line in early 2001. 
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GRAPHICS PLAYABILITY ORIGINALITY 
Detailed scenery, well- | Addictive as ever, New weapons, tracks 
animated ships and with great one- and | and ships - but it’s 
lighting to die for. two-player options. still WipEout... 
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Good Technology is using its experience of Web page design 
to pack the game’s billboards with cool Flash animation. 








Future perfect: WipEout Fusion’s environments look the business. 
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How Studio Liverpool is using the 


PS2 to make WipEout Fusion a 
unique gaming experience. 


Studio Liverpool has ripped out the 
ageing PSone code and started from 
scratch on Fusion. Earlier WipEouts 
had unnecessary twists and turns 
to hide the fact that PSone couldn't 
really handle long stretches of track 
without graphics pop-up. But there 
are no such problems with the 
PlayStation 2, which has allowed the 
programmers to construct bigger 
courses, with an impressively long 
draw distance. 

Enda Carey, Brand Development 
Manager for WipEout Fusion, asserts 
that the new game is essentially 
WipEout 1 for PS2. “I think the main 
reason WipEout 3 didn't do as well 
as expected was essentially because 
it didn't offer anything new from 
Wipeout 2097,” he says. “Fusion is a 
brand new game, with very different 
dynamics, and an advanced look 
and feel — | think it's going to prove 
as groundbreaking as the original 
WipEout was when it first came out 
on PSone." 
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Replays will have spectacular views of the detailed courses, with multiple 
camera angles accompanied by a brain-melting techno soundtrack. 
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WORDS: BEN LAWRENC 


DYNASTY 
LUARRIOGRS 2 


Chop, hack, chop, hack and, yes, 
chop again. f samurai carnage 
floats your boat, this for you.. 


Publisher: Midas Interactive 
Developer: Koei 

Players: 1 

Release: December 2000 
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glorious, spectacular opening FMV opr et you itching 
Dynasty Warriors 2, nothing will.. i 


areal starts calmly. Our hero |s standing up to his 
ink! Kh a water, playing a little flute. ‘Normal’ stuff, yes? 


nid, sa ; 
“Next we know, docked boats are engulfed by flames, arrows 
rain from the sky and a giant tiger appears on the horizon.. 


Then It gets ay surreal. Symbolle (possibly) pictures of tiny 
babies and floaty ectoplasmic squid-horses abound... 


Then, betare we know it, Burt Reynolds turns up ina 
kimono while Sandra Bullock appears with a pink pretzel in 
her hair Answers on a postcard to the usual address... 


Pa SEL 


DYNASTY WARRIORS 2 


ow, a Clue to the crux of this game 
can be seen in the title. Try not to 
think of it as Dynasty Warriors 2. 
Instead, let the red mists cloud your 
vision and you'll see that Die Nasty 
Warriors 2 might be far more apt. 

Come back with us to 161 AD, where feudal Japan 
is indeed that — feudal. Very feudal. Ancient dynastic 
clans hold vendettas against each other that make the 
Corleones look like a gaggle of snotty-nosed schoolkids 
by comparison. Things are getting very bloody indeed — 
and you, naturally, are caught in the middle of it all, up 
to your ankles in severed, twitching body parts. 

As leader of your chosen clan, you have to balance 
the strategic challenge of pushing forward into enemy 
territory — all the time keeping morale up, and your 
troops rallied behind you — with much less hands-off 
acts of war, such as decapitating a charging enemy at 
five paces. We really are talking about one of the most 
bloodthirsty releases in videogame history. 

One of the most impressive things about this game 
is the way it moves its characters around. A staggering 
30, highly-detailed, Al-informed enemies can appear 
on-screen at one time, every one of them armed to the 
teeth with all manner of pointy, stabby weapons. The 
gameplay typically consists of a mass of beautifully 
rendered battling characters milling about, with the 
bloke you're controlling at the heart of it all. 

Dynasty Warriors 2 is the first console game we've 
encountered that has the capacity to reproduce epic 
battles on quite such an impressive scale. While you 
struggle with half a dozen enemies yourself, your allies 
can clearly be seen in the background, hacking and 
slashing their way through ranks after rank of bad guys. 
Cavalry smash through your men like they were tenpins, 


Re-writing the rules of war: now you 
can take on an army of 3,000 - and 
come away laughing. 


It’s carnage! But while random Caner has its joys, you'll need 


to keep an eye on how your troops are doing to progress. 


archers high on wooden lookout platforms send their 
shafts gliding into bodies indiscriminately, and the 
screams of the fallen fill the air with hellish consistency. 
It's a brutal reminder that Dynasty Warriors 2 is no 
simple first-person hack-’n'-slash — it's absolutely vital 
that your buddies are chaperoned constantly. 

Eventually, you'll have the opportunity to go head- 
to-head with mystical dragons and other psychotic 
enemies, clad in virtually impenetrable samurai armour. 
Thankfully, to even out the odds against seemingly 
impossible opposition, each of the characters you can 
choose to fight with (there are over 30 in total) have 
blistering special moves. Ranging from Vanilla-flavoured 
spear-wielding warriors to Xena-style psycho nymphs, 
complete with deadly chakras [killer Frisbees to you 
and us], the game's selection of characters Is quite out 
standing. Unfortunately, you're going to have to wait 
until DW2 comes out to appreciate them all. 

We believe that Dynasty Warriors 2 should provide 
something quite astounding when it finally arrives. After 
you with the plasters... 


CIN Pee Tye. Late u 
DYNASTY WARRIORS 2 

Swordplay and hordes of enemies have wowed us so far, as have the 
intense battle systems. But will longevity let the side down? 
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DEATH Al FOGGING 
Copious amounts. Surprisingly, Alis up — It that atmospheric 
Cadavers litter the to speed already and _ fog, or just poor 
ground. It’s messy. works very well. programming fog? 


3 Hero? Villain? Bit part player? Dynasty Warriors 
| 2's cast is huge, brooding, and overdressed... 


a 


WANG FANG wisss 


BWATORANG 


Charge up that special move, then let rip. The 
result should be absolutely devastating. 
















see the Legends of{Fierce Warriors come alivet | 


MRA Ne 







by liitive directly intoainedle as one oF 9 historically inspired, devastatingly fierce 
Warriors as you battle on foot and horseback. Join the Peril cee) @ ito eee Me) me) (Cnr T 
you fight your way through hundreds of merciless warriors in your quest for the 
foveriteje ura oii tle @ click 


“FRasily one of the most technically impressive action games ever.” -PSM 





Mises joctmioveirinwuminelepormeritiettothwe t 
truly epic proportions! 
*Over 1000 combatants per stage, with more 
on-screen at any ohyetl iptirtey 
; Choose one of 9 heroes to lead your epee into a batiles 
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DEAD OR ALIVE 2 


asumi is partial to her flaky pastry. Hayabusa 
is a ‘super ninja aloof. Leon is a mercenary 
who likes nothing better than to potter in his 
garden, whilst Helena is torn between singing 
opera and tucking into blancmange. What 
could possibly unite such an unlikely group 
WORDS: PAUL FITZPATRICK of well-rounded individuals? If your answer is wild eccentricity 


and too much free time you'd have a point, but no. If, however, 
you've plumped for owning huge wardrobes and kicking the 
face off of each other over multi-level environments, then 
congratulations. Welcome to the world of Dead Or Alive 2. 
Fighter biographies aside, in the world of beat-'em-ups, the 
Dead Or Alive series has always come across as the tabloid to 


Tekken's broadsheet. This is not a comment on the fun to be 
had from the two titles, or their adherence to reality. Anybody 


Dead Or Alive or Dead On Arrival? With Tekken Tag's who's played Tekken as a boxing glove wearing kangaroo will 
vast profile established heritage and undeniable know that. No, it’s really a matter of accessibility. So far in the 


; 7 respective series, Dead Or Alive has been loved for its simple 

popularity, can DOA2 bounce into first place? control system that enables even the newest convert to 
perform blistering {and eye watering] combos almost from 
round one. The Tekken family, on the other hand, has a more 
complex control system that takes time to master, but Is all the 


Publisher: SCEE more rewarding for it. As a result, some gamers complain that 
Developer: Tecmo Tekken is too challenging, while others claim that DOA can 
ices Players: 1-4 reward random button pummelling at the expense of skill. 


And, yes, as with the PSone original, DOA2’s development 
crew has concentrated on the female fighters’ breasts slightly 
more than was necessary, giving each of them a selection of 
revealing costumes and ample ‘bounce’. Nice enough, but 
somewhat distracting. You cannot deny, though, that this time 
around the fighters look better than ever. Fabric and hair echo 
their movements with breathtaking fluidity - Channel 5 fans will 
not be disappointed... 


CHARACTER SELECT Swooping camera movements frame the dizzyingly fast fight 


action and show off some great arenas. It's here that DOA2 
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JAPAN ’/ UNIDENTIFIED 


NINJUTSU KARATE 
AGE: 23 i AGE: 23 
W7cm 7O0ks 180cm = 75kg 
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CHARACTSAR SELECT 


BASS ARMSTRONG 2 i TW esi uate) (c 
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AGE: 25 

-~ 180cm 78kg 
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There are hundreds of moves and combos to discover, from the 
completely ridiculous to the completely bloody ridiculous. 
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plants a well-timed punch on TIT by introducing interactive 
environments. Now fighters can be slammed against electric 
fences, thrown off balconies, or through windows, plummeting 
to new areas where fights will continue. It’s a visual treat and a 
tactical plus, allowing for crowd pleasing WWF-style throws. 
Never more so than when you play the game in the new Tag 
Team Battle mode. It’s not mentioned in the title, but DOA2 has 
Joined the latest beat-'em-up trend. Choose the right partners 
and they'll pull off deliciously OTT moves on hapless opponents. 
Although Tecmo Is planning new modes, they seem more 
concerned with visual pleasure than gameplay. Still, you do get 
a Gallery, to frame your favourite victories, and a Watch mode, 
enabling you to sit back and admire the PS2 throwing polygons 
around. Story, Time Attack and Survival are also there. Control- 
wise, the developers have opted to stick with their intuitive 
three-button system, which makes for very fast fights with great 
combos — though life span may be compromised by the family 
weakness for giving victory to whoever bashes buttons fastest. 
Will all this be enough to seriously threaten Tekken? As yet 
it's unclear, and TIT obviously has a head start. Even so, it could 
be a very close fight. 


ON JASE Ie i. = 

DEA ake NE» 2 

Fighting fun doesn’t come much slicker or in-your-face than the Dead 
Or Alive series. Now its on the PS2 with added Tag action! 
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Fluid animations and Seduces early with 

polished detailing but — impressive combos, — We don't really need 

weak backgrounds. but will it last? to say, do we? if | 
| 1 
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= “ 





Work your way towards that large circular window, 


ica then hurl your opponent through it... 
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~ . DOA2 might have multiple costumes hidden away, 
Kasumi XN jLeitang) - but the Bonus Anorak mode is sadly lacking 
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RED FACTION 


First-person shooters have always been hot on big 
explosions. What they haven't been so hot on is big 
craters. Finally a game arrives to redress the balance. 


Publisher: THQ 
Developer: Volition 
Players: 1-4 

Release: Summer 2001 


Poe Re 


James Tsai, Associate Producer at Volition, talks us 
through the Red Faction action... 


Glass seems to shatter 
very realistically in Red 
Faction. Did you do much 
research? 

The fact that a spate of 
glass factory thefts in 
central Illinois occurred 

at the same time as our 
implementation of breaking 
glass effects in Red Faction 
is pure coincidence. 


How did you approach 
the control of the game’s 
six vehicles? 

We've made the control 
schemes for the individual 
vehicles pretty simple, and 
very much in tune with 


traditional FPS control, while 


making sure that each o 
has its own unique feel and 
application in the game. It's 


all another way we hope to 
make Red Faction’s world 
more complete 


How do you plan to 
handle multiplayer in 
the PS2 version of Red 
Faction, and how does it 
differ from your parallel- 
developed PC version of 
the game? 
While tl C version of 
r online 
to Internet 


will feature 

multiplay 

your frier 

smiling fe 

blow out the 

underneath them and 
watch them tumble right 
into your line of fire. KG 


Extreme close-up 
reveals the detail 

of Red Faction’s 
character models. 
But it’s in motion that 
they really excel... 


act one: Red Faction is a sci-fi first-person 
shooter from veteran gamesmiths Volition 
Software. Fact two: it also holds beneath its 
silicon skin the promise to be the greatest 
first-person shooter the world has ever seen. 
Why? To reveal the source of its potential 
power, a little detour into theory is required. Don't be afraid. 

What makes a game good? No, let's put it a different way - 
what divides a truly great game from the merely excellent? What 
fills its veins with the divine essence? What are the ingredients 
of the magical cocktail that we lazily dub ‘gameplay? Lots of 
things, of course — it is a cocktail, after all. But one of the most 
plentiful ingredients in the brew is ‘Coherence of rules’. In other 
words, things must make sense. 

if you gain a skill, it must be applicable in all situations 
from that point. A gun, if fired at a similar looking bad-guy, 
should hurt him. Hurling yourself onto an identical jump-pad 
must propel you to the same height. This gives the gamer two 
things. One is a sense of control — since the rules are constant, 
you can predict occurrences and thus display skill. The second 
is a sense of reality — the rules act like the laws of physics in 
our temporal realm. As long as the game doesn't cheat, you're 
lost in its illusion. 

All of which means that most truly great games, across all 
formats, have been set in imaginary, fantasy worlds. Make your 
game look too much like Earth, and we'd expect it to include 
the real planet's rules. By contrast, creating a more daydream- 
logic potentially allows the gamer to accept anything. 

Often, much-acclaimed PSone games set in the real world 
have fallen just short of the status of God-hood. You live on 
Earth. You know how it works. So why can't Lara shoot down a 
door? Why won't Jill Valentine jump in that truck and drive 
away? Due to the limitations of the technology, you're reminded 
that you're just playing a game, breaking the delicate imaginary 
spell that truly great games cast. Shame, eh? 


Aura effects on muzzle flashes illuminate the immediate area (left); i ultiplayer, F] 
moment's attention loss spells disaster (centre); gritty scenery predominates (right). 





But, as admirers of the PS2 are fully aware, technology has 
changed. Which brings us back to ‘Why Red Faction Should Be 
So Great’. The developer claims it's the first console game to 
apply the complete rigour of rules-coherence to a real-world 
environment. In other words, it will attempt to accurately map 
the physics of damage and destruction, like an anarchistic, 
Molotov cocktail-throwing Albert Einstein. 

Basically, if you shoot things with a gun, you'll put a hole in 
them. If you shoot things with a big gun, you'll put a really big 
hole in them. The implications of this are as fundamental a 
change to the laws of ultra-violence in videogames as E=MC* 
was to bomb-making. 

Don't believe us? Prior to this, a wall was an unbreachable 
obstruction, funnelling your progress in a set direction. Now you 
can simply prime a grenade launcher, fire it at the stony-face 
and create a smoke-steaming vent for you to climb through. 
Caught out in the open by cannon barrage while being 
peppered by machine gun-fire? Just dive into one of the craters 
for some improvised cover. There’s a locked door in your way, 
ceasing progression until you locate the key? Pull out a rocket 
launcher. Fire. What locked door was that again? We don't see it 
around here. The source of all this game-magic is the Geo-Mod 
engine, which powers the game and allows its real-time 3D 
deformation. Which is games-programmer language for ‘putting 
bloody great big holes in things’. 

Naturally, the team realised what effect this increased 
realism could have on the player. One of their primary goals for 
Red Faction is to make sure the game provides environments 
that will truly draw the player In. To achieve this needs a well- 
designed physics system which can offer a degree of realism 
that has not been possible in the past. With this installed, 
players will now be able to interact with the world of Red 
Faction in ways they have grown familiar with from real-life 
experiences. That said, let’s hope blowing doors off buildings 
and shooting people isn't part of our day-to-day activities. 





While driving, a simple HUD conveys all the essential 
information, leaving you to apply the ultra-violence. 






way through a wall — and into another area. 

















Found yourself at a dead end? No worries. Just blast your 


bis korate concept arts helps 
actiialise Red Faction’s vision. 





In a rare moment of humanity, a medic attends to the 
wounded while, all around, his comrades fight on. 


That first-person favourite, the remote-detonated mine, 


decimates the scenery in a blinding flash of white. 
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A first-person shooter, and we haven't ment 
weapons yet. Let’s correct the oversight... 


Hit, miss or maybe 

The missile launcher comes complete with see-through- 
walls-o-meter, allowing you to send people flying without 
you ever clapping eyes on them. 


Making a mounting out of a molehill 
As well as the S yOu Ca tionary emplacements 
feature prominen E 5 n be, too. 


Assasination fascination 

The sniper rifle is an old favourite. Except this time you 
can ch rmour-piercing bullets and shoot through 
two people at once. Yum. 








PHS-SC 
OF IT ALL 


Reality-based physics 
are all well and good, but 
could lead to unforeseen 
problems. Like these. 


1. Your character Is crushed 
to death under the weight 
of his ove’ arsenal of 
hurtage-de' 


2. Any of the ever-present 
over-buxom female 
characters could experience 
some serious bre 

sagging durin 

long playin 


most dull of school lessons, 
and turn off in droves. 
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RED FACTION 


But, as the wannabe Stephen Hawkings among us have 
already noted, physics is a lot more that just the art of blowing 
things up with style and panache. Red Faction displays 
attention to a whole grubby paged, degree-level textbook of 
science. For example, consider its treatment of fluids. From 
water to lava, these all flow realistically, and their direction can 
be changed by the action of the player. For example, if you see 
an enemy patrol passing beneath a lava-filled pipe, a few 
rounds can divert a little magma conditioner onto their heads. 
Place a lump of explosive adjacent to a river and create your 
own private swimming pool. 

Red Faction’s attention to air currents is just as impressive, 
with air movement directly altering the particles in the 
environment. If a few stray slugs have penetrated a gas tube, 
releasing a billowing cloud of noxious chemicals, turning on a 
fan will send it streaming away. Stronger turbines affect heavier 
objects. For example, in one of the multiplayer levels, there are 
fans of sufficient power to send any grenades you throw into 
their flow hurtling off in a new direction. 

To gain the desired credibility, Volition had to turn to the 
work of the scientific pioneers in this field. Textbook physics 
models have been applied to the game engine to compliment 
a real-time gaming experience for the user. Realism is 
something the team have sought to realise in Red Faction, but 
also to build a game where everything ‘feels’ right as well. 

Even the more ephemeral effects can't help but astound. 
In a move that's sure to please inner-city vandals nationwide, 
glass breakage is modelled with astounding accuracy. When a 
bullet collides with the oh-so-delicate pane, a hole is first 
punched in the exact point of impact. From this puncture, 
cracks spread across the entire sheet before it shatters into 
the appropriately sized pieces which fall to the floor. So far, 
however, the most dramatic example of Red Faction's physics 
gone mad is the Das Boot-esque underwater detonation. When 
your submersible is detonated, the dull-glow of the explosion 


Despite its high-detail models, Red 
Faction throws in crowds of people with 
no performance worries. The more the 
merrier at this particular slaughter. 
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Drips make an eerie splashing sound as they hit the water (left); unarmed 
non-combatants cower before overwhelming firepower (right). 


briefly expands out before the crushing weight of the depths 
cause it to collapse on itself. It's disturbingly authentic. 

Which leads us to another re-invention of the first-person 
shooter template that Red Faction offers us — the addition of 
functioning vehicles. In previous FPS games, vehicles and 
machinery have often been static models that the player uses 
for cover. They may be appropriate for the setting, and are 
often well designed, but they rarely add anything to gameplay. 
Not the case in this game. You will find a driller that bores 
through walls, or a submersible that allows players to reach 
underwater depths they couldn't ordinarily get to because of 
pressure. Or, as a nod to their previous Descent-related games 
on the PC, a hovering, heavily armed spaceship. All of which 
means that this is a game where you can never be sure if an 
object is just adding to the game's visual appeal, or if it may 
also serve some vital function. 

Saying that Red Faction shows promise is somewhat akin 
to saying that a dropped nuke makes some kind of large 
disturbance. And come next year, the nuke that is Red Faction 
holds every chance of flattening the whole familiar cityscape of 
the first-person shooter. Here's to potential. 





ON TARGET? RED FACTION 


It's over half a year away and Red Faction already looks immaculately 
presented. With the physics stable, they'll now be working on the game. 








PHYSICS GRAPHICS 
Nothing else has ever | Promises 
simulated the world ground-breaking 


DELIVERY 
Will all this integrate 
into the FPS format? 


quite so gracefully. graphics innovations. | Might it be too much? 








Facial detail is essential for creating 
emotional rapport with characters. 


LET THE BATTLE GOMMENGE 
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PRE NEW 


EPHEMERAL FANTASIA 


WORDS: PAUL FITZPATRICK 


Will Konami's innovative — and, in a shock move, 
musical — new fantasy adventure game give 
non-RPG fans reason to change their tune? 


Q&A 


FATSUSH HORGHT! 


An RPG where you sing to get on? Are you mad?, we ask EP's designer... 


Yes, it's a speeded up 
version. One hour in the 
game is one minute to 
us, so there's a sense of 
the days passing. But 
what the people on the 
island don't realise is 
that when five days have 
passed their world winds 
back to begin again at 





day one. Your character 
has to figure out how to 
break the loop. 


EF uses an ‘Action 
Counter System’ in 
battles. Er, what? 
There's a time gauge, 
and depending on how 
powerful each of your 
moves is, consumption 
of the gauge varies. So if 
you must heal yourself, 
but also defeat a couple 
of small enemies, you — 
can perform a tiny heal 
spell and two attack — 


spells, and still not use 
up the entire gauge. 


We can’t remember a 
game with a minstrel 
as hero. Why such a 
limp-wristed fella? 
We wanted to avoid 
using a typical RPG 
character, because our 
guy doesn’t have to save 
the whole planet. Mouse 
is a musician who's 
been invited to play at a 
royal wedding ~ it simply 
n't li 


s every closet RPG buyer should know, there 
are a few things you can count on when 
purchasing one of these games. Troubled 
kingdom? Check. Reluctant hero? A cast-iron 
certainty. Turn-based battle system? Almost 
certainly. Bemani-style jamming sections 
with Guitar Freaks compatibility? Of course. Beautiful princ... 

Hang on a minute. Forget the poxy princess, Bemani 
jamming? Guitar Freaks? Clearly, there's something a bit strange 
going on here... 

Strange, but also intriguing, Welcome, friends, to the world 
of Ephemeral Fantasia. It's your traditional role-player, sure, with 
plenty to satisfy the most skirmish-hardened fan. But at the 
same time, It's in the mood for dancing, Delightfully, you play 
not some hardened barbarian from the wilds of Cimmeria, nor 
any of the other RPG staples, but a wee fella who goes by the 
decidedly non-threatening name of Mouse — no, not the 
Dorothy-befriending hero of Tales From the City, but an equally 
non-macho minstrel for hire. Your decidedly soppy mission: to 
complete a wedding song for the beautiful Princess Lorreilu, 
who resides in a lovely, sun-blessed island kingdom. 

Sun-blessed, but hardly happy — and it doesn't take long for 
the newly-arrived Mouse to work out that her low spirits signify 
more than a case of pre-nuptial jitters. With few clues and no 
obvious allies in sight, it’s up to you to get to the bottom of the 
mystery before the whole event goes flatter than a warm mug 
of Asti Spumante. 

Refreshingly, you'll be able to play Ephemeral Fantasia in 
a workable representation of real-time, with a vast cast of 
characters coming and going about their business with wilful 
irregularity. (An example: if you need to pay the blacksmith a 
visit, but it’s after hours, you'll have to wait until the next 
morning, following some other avenue of inquiry in the 
meantime) The idea is that this should encourage a more 
organic ebb and flow of events than is seen in the usual RPG. It 





Green of barnet and unlucky in love: 
meet the fragrant Princess Lorreilu. 


belt g = is bnhabe- 
Look, she hasn't even. 
touched her Cabbage... 


Graphics are quality, but 
hardly PS2-troubling. 


eed 


m 
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“A sword, sir? Against me?” Still, it’s better than trusting to that guitar. 






also forces the player to plan ahead and act strategically, rather 
than plough through events as fast as the story will allow. 

And at the same time, by confining the area of play to a 
single — but sizeable island — Konami has reduced the need to 
artificially steer the player towards his next encounter. This 
combination of tightlish) location and realisticlish) time flow 
should, its creators reckon, lead to an impressive degree of in- 
game realism and freedom. 

And that’s more or less it, except — you didn't think we'd 
forgotten, did you? — for the role of your tuneful ‘axe’ in puzzle 
solving, It seems that there'll be points in the game where our 
minstrel hero will need to demonstrate his playing or 
composing skills to make progress or win friends. KCEJ East 
has made these sections compatible with Konami's Guitar 
Freaks peripheral, drawing on their music game back catalogue. 
(Fear not though, gentle bards, for the Dual Shock will work just 
fine if you're not so much fretless as entirely guitarless) 

All in all, then, a quirky, original and good-looking addition 
to the RPG genre. The big question is whether its mixture of 
disparate elements will (and please forgive us} strike the right 
chord with the not-usually-music-loving RPG crowd. 


DIN ARSE te Eeoeer 
EPRHEReERAE: -ANTASIA 

Ephemeral Fantasia is keeping its bigger innovations close to its chest, 
although the unique method of narrative steering is evident even now. 
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GRAPHICS PLAYER 
Smooth and cartoon IMMERSION 
like, but your PS2 A slow burning 
won't break a sweat. 


DOE-EYES 
If they were any 
bigger, they'd be able 


descent into mystery. | to see their own ears. 


It's Mouse: with that dodgy fringe, he’s 
fairyland’s answer to Kula Shaker Bloke. 





(Above and left) The various fields of 
vision possible in Ephemeral Fantasia 
allow numerous ways to explore. 


FIA NUDES TONS 


If you want your Ephemeral Fantasia quest to begin on the 
right note, you need to get your hands on one of these... 


TT ™ 
a ee ie 
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The Guitar Freaks controller 

is just one of many weird-but- 
wonderfullish) gizmos that have 
emerged from Konami's Bemani 
series of interactive music 
games over the 

years. It looks 

like a fancy dan 

version of some 

Fisher-Price My 

First Guitar, but & 

it'd be a mistake 

to underestimate it. 

Controls are simple 

— peripheral- 

standard Start and 

Select buttons, onl 

three on the 

neck, and what 

can only be 

described as a 

‘twang switch’ 

exactly where you'd 

expect it to be — but 

the combination 

proves surprisingly 

versatile. 


In use, whether it's with the 
original Guitar Freaks game or 
Ephemeral Fantasia, the on- 
screen prompts remain simple. 
You'll see a three-part vertical 
stave with colour-coded points 
moving towards a small play 
window at the top. When the 
notes hit the window, you have 
to very quickly press the 

corresponding neck button(s) 
whilst twanging in vigorous 
fashion with your 
other hand. It's a 
fairly simple idea, 
you'd think, but 
when you have a 
whole blizzard of 
staggered notes heading 
your way, playing them 
all at exactly the 
right moment can 
prove to be the 
Devil's own job. 
Still, they say he 
always did have 
the best tunes... 





‘tele 





These three Egyptian-style fellas are sure to 
start making your life hell real soon... 


...aS, We suspect, will this flying shark. 
But the third pic is a mystery. Is it 
panto season in Lorreilu’s kingdom? 
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WORDS: PAUL FITZPATRICK 
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Games based on films are no shock. 
Games based on obscure Japanese 
feudal epics, on the other hand... 


Publisher: Konami 
Developer: KCEJ East 
Players: 1 

Release: May 2001 





thw 
The Horse Slasher - creator Atsushi 
Horigami’s favourite weapon. 
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PRENIEW 


inding inspiration for your game 

in the popcorn-flecked world of 

the movies is nothing new. Even 

the briefest of rummages through 

the bargain bin of videogame 

history should turn up hundreds 
of references — most, it has to be said, absolutely 
hopeless. But what if the game was more than some 
bare-faced cash-in? What would happen, for instance, 
if the film's director actually took an active part in the 
making of the game? 

With Konami's upcoming 7 Blades, a feudal slash-'n’ 
-shoot-'em-up, that’s exactly what’s happened. Highly 
prominent in the game's development team is Kaizo 
Hayashi, director of the game's main inspiration, the 
Japanese historic adventure Legend of Zipang. But the 
game is no exact translation. Instead, it takes the lean 
meat of Hayashi-san's action-led film, combines it with 
all sorts of fresh narrative weirdness, adds PS2's hefty 
processing power, and leaves the results to simmer. The 
resulting dish is an unusual and intriguing one. 

Loosely following the movie's basic plot, the player 
controls one of two characters sent on a mission to 
investigate the seizure of a foreign trading island off 
Japan, grabbed by religious fanatics. But as the game 
progresses, it becomes clear that the bad guys may not 
just be foreign to Japan, but to planet Earth itself. 

Our main hero, Gokurakumaru, is a particularly hard 
samurai, trained in close combat with the titular seven 
blades, and sent to sort the situation out. He's joined in 
this by his agile partner Yuri, who's skilled with all types 
of firing weapon, which she can use in scattershot 
fashion, or with precision in first-person sniper mode. 

The game is divided into sections that vary from 
hard fought slogs featuring multiple enemies to time 


Yuri’s first-person View is used 
for firing her bows and so on. 


restricted rescue missions. In other scenarios you must 
protect the life of your (non-playable) partner. But in 
practice, the real draw of 7 Blades is the opportunity 

it provides to take on up to 20 progressively more 
supernatural foes at once, armed with your collection 
of outsized cutlery. 

The results seem pretty impressive. Even at this 
preview stage there is no noticable pop up, and the 
action flows with satisfying smoothness throughout. 
Indeed, it even has moments of near-lyrical beauty - 
memorably a shot of single cherry blossom petals, 
drifting gently in the breeze. 

How 7 Blades will fare against some very similar- 
looking competition — like Koel’s Dynasty Warriors 2, 
also previewed this issue — will depend to a large 
extent on how well its use of two complimentary lead 
characters works. That, and quite what extras movie 
man Kaizo Hayashi has managed to bring to the mix. 
Having said that, full-on samurai slashing action always 
goes down well. 7 Blades might not be subtle, but its 
marriage of frenetic action and atmospheric narrative 
has the potential to offer ninja five-star entertainment. 1 


ON TARGETe 7 BLADES 


Even at this relatively early preview stage, 7 Blades looks to be 
impressively fluid - and indecently fun to play. 


You can tell Hayashi 
has brought his 
movie magic along. 


Battles get cramped. | Now that’s got to 
Don't let the bad hurt! (And that. And, 
guys Surround you. indeed, that...) 
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PlayStation 


Games for PS2 


Pre Xmas Releases 





; 
a i ae 
Aqua Aqua: Wetrix 2 24th Nov. 2000 Fanatavision 24th Nov. 2000 Orphan Dec. 2000 Super Bust a Move 24th Nov. 2000 
Army Men: Sarge’s Heroes 2 Dec. 2000 FIFA 2001 24th Nov. 2000 Pro RC Revenge 24th Nov. 2000 Swing Away Gold 24th Nov. 2000 
Cool Pool: Billards Master Dec. 2000 Gradius III & IV 24th Nov. 2000 Rayman Revolution 24th Nov. 2000 Tekken Tag Tournament 24th Nov. 2000 
Dead or Alive 2: Hardcore Dec. 2000 BORD bsitites Dec. 2000 Ready 2 Rumble Boxing: Round 2 24th Nov. 2000 Theme Park World 24th Nov. 2000 
Disney's Dinosaur 10th Dec. 2000 ISs 2000 24th Nov. 2000 Ridge Racer V 24th Nov. 2000 Time Splitters 24th Nov. 2000 
Dynasty Warriors 24th Nov. 2000 Jungle Book Dec. 2000 Silent Scope 24th Nov. 2000 Top Gear Daredevil 24th Nov. 2000 
Dynasty Warriors 2 25th Dec. 2000 Kessen 24th Nov. 2000 Sky Surfer " Dec. 2000 Track & Field 24th Nov. 2000 
ESPN X-Games: Snowboarding 24th Nov. 2000 Madden NFL 2001 24th Nov. 2000 Smuggler’s Run 24th Nov. 2000 Types 24th Nov. 2000 
Eternal Ring 24th Nov. 2000 MDK Armageddon Dec. 2000 SSX Snowboard Supercross 24th Nov. 2000 Wild Wild Racing 24th Nov. 2000 
Evergrace 24th Nov. 2000 Midnight Club 24th Nov. 2000 Streetfighter EX3 Dec. 2000 X Squad 24th Nov. 2000 
Fl Championship Season 2000 Dec. 2000 NBA 2001 Dec. 2000 Stunt GP Dec. 2000 
Fl Racing Championship 24th Nov. 2000 NHL 2001 24th Nov. 2000 Summoner 24th Nov. 2000 
V Nolet -S-t-toy a (-1-0 Co} al YA 

Sony AV Adaptor £13.49 Sony Horizontal PS2 Stand £8.49 Sony RF Unit £13.49 

Sony AV Cable £11.49 Sony Memory Card 2 £26.49 Sony S Video Cable £18.49 

Sony DualShock2 £18.49 Sony Multitap 2 £28.49 Sony Vertical PS2 Stand £8.49 


PSX games live on 


and they work on PS2 as well 





arte: Pabsusea. Player Pinar 2 2001. Heat of Worms P Pinball 
_— Mirra el pied hc BMX Driver2 Pacey hfe Earthworm Jim 3D 
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Action Bass Alone in the Dark the new nightmare ATV-Quad Power Racing Bishi BashiSpecial Castrol Honda Superbike Championship Motocross 2001 Chase the Express ChickenRun Colin McRae Rally 2 
Cricket 2000 Destruction Derby Raw Digimon World Dukes of Hazzard Euro 2000 Evil Dead: HailtotheKing FA League Stars 2001 Flintstones Bedrock Bowling Formula 12000 Gerry Lopez Surf Riders 
Gran Turismo 2 HBO Boxing HogsofWar InCold Blood J ChanStunmaster Jedi Power Battles Matt Hoffman's ProBMX MedalofHonour Medievil2 Moho MortimerThe Chicken Muppet Monster Adventure 
Nightmare Creatures I Parasite Eve Player Manager 2001 RayCrisis Ready2 Rumble Round2 Ronaldo V-Football Spiderman Star Wars: Invasion Submarine Commander Sydney 2000 Syphon Filter 2 
Tenchull The WorldIs NotEnough TOCA World Touring Cars Tomb Raider3 Tony Hawks ProSkater2 UEFAstriker2001 Vagrant Story Wacky Races Who Wants tobe a Millionaire World Championship Snooker 
WWF Smackdown! X Men: Mutant Academy 
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Telephone Sales: 01603-626330 or Post this slip with your payment to: — Limited, Sackville Place 
4-48 Magdalen Street, Norwich ta 
1. Games Order 2. Delivery Details 3. Payment Details bt yu pitt t 


Please choose your payment method 
Mr/Mrs/Miss/Ms Initials Lo Cheque / Postal order 4. Sign & Date # 


oe EAI te 


sing arn to UKPlay2 Limited. Signature 
ling cheques drawn on a UK Account) 
2 OVisa DMastercard Date 


a; Brauch Issue No. 5. EMail Address 


(1 rou have an EMail address than we will ane mie 
Valid Date te beep you informed os tbe progress of yes ortet | 


2.&3. Card No. Pee 





MOTO GP 


At last, a game that does justice to 
superbikes. Namco marries Ridge to 
GT for real knee-to-the-floor racing... 


Publisher: SCEE 
Developer: Namco 
Players: 1-2 

Release: December 2000 
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MOTO GP 


ith a new era in gaming finally 

upon us, it can be safely 

assumed that some of the old 

formats, ones which never quite 

made it in the past, will, at last, 

be given the technological 
means to do so. Superbiking is one such genre. 

Captivating two-wheel action properly is something 
that sadly eluded the first generation PlayStation, but by 
way of compensation Namco looks to have motion 
captured a complete day at top bike racing circuits like 
Donnington, Suzuka and Jerez (the game includes five 
in all], then squeezed, condensed and coaxed them into 
every fibre of the forthcoming Moto GP. While it may still 
be too early to judge whether this has been completely 
successful, things look very promising indeed. 

Most noticeably (beside the throaty 500cc engines 
caning your subwoofers), the bikes possess a definite 
weight behind them, and realistic handling that is truly 
astounding — not to mention unforgiving. Your rider 
swings out with the bike and, as it clips the edge of 
the track, grit showers the heat-burned air. As well as 
responding like the powerful, fuel-guzzling monsters 
they are, each cycle is animated with pinpoint precision. 
Exhaust fumes, rider animation (down to slight foot 
adjustments on the gears) and the subtlest movements 
of suspension have all been taken into consideration. 
It's this attention to detail that gives Moto GP what no 
other console-based two-wheeled racing game has 
ever achieved — that vital ‘just one more go’ factor. It's 
exactly what PS2 was supposed to make possible. 

The game's Simulator mode has also been deftly 
constructed. Whereas the Arcade mode allows you to 
make some serious mistakes, the Sim mode is utterly 
unforgiving. You actually have to learn the dynamics of 


Lean with the bike on those tight 
corners, or spend time eating grass. 


oo 


The crashes are so real, 
you'll wince in sympathy. 


Te ait 


a bike. It's up to you to gently shift your weight, nudge 
the controls just so, and tease the throttle — otherwise 
your machine is likely to snap back, and send you 
hurtling towards a wall of black tyres. For the first time 
you will have to treat these machines with the respect 
they demand in reality, not just as two-wheeled cars, 
something that was so painfully the case in many past 
bike-based videogames. 

When Moto GP finally sees a release date, just 
before Christmas, it’s hoped it will do for bike racing 
what Gran Turismo has done for cars. Whether it lives 
up to this accolade remains to be seen. Superbikes 
(either as a spectator sport, or to ride on the roads) 
remain very much a specialist taste in this country, and 
the choice of 32 authentic cycles to pick between 
hardly has the appeal of GT's burgeoning garage. 

Similarly, the real-life featured riders — including 
Kenny Roberts and Max Biaggi — will probably be 
unknown to most of us. Looks like the game's going to 
have to rely on its realism, playability and five challenge 
modes (Season, Vs, Challenge, Arcade and Time Trial) to 
succeed, then. Lucky, it has the lot. 0) 


ON TARGET? 1 


Virtually complete apart from conversion, Moto GP is looking fast, 
realistic and highly playable. Every bit the game we expected it to be. 


O 


As close as consoles 
have got to biking’s 
breakneck speed. 


Truly stunning. You'll 
crash on purpose to 
watch the action. 


It's the game with the 
most ads in it... Ever! 


rm 
Ls km/h 


As with GT3, the 
tracks shimmer 
in the heat. 


TOTAL TIME 
oor 14! 


LAP TIME 





To complete that arcade feel, the 
rider’s faces appear above the bikes. 








re Niles 


PHOTOGRAPHY: MARTIN BURTON / WORDS: AMOS WONG 


“| have an idea for 
something | call 

a ‘raw game.’ If 
you’re not careful, 
once you reach 
‘game over,’ it 
ends. You can 
never play it again. 
It’s dead. There is 
no continue” 


A mad idea? Or genius? If there’s anyone 
pushing back the boundaries of gaming 
on PS2, it’s Hideo Kojima, brain behind 
the forthcoming Metal Gear Solid 2:Sons 
of Liberty. Overcoming an unfortunate 
susceptibility to 3D motion sickness, 

he’s busy shaping the future of 
cinematic videogaming... 





His games are famed for Hideo Kojima can’t speak Japanese. 


their dank environs. Hi : 5 
ide fonds inelate The  okyo Japanese’, to be precise. Although born in 


Cure and The Sisters the capital, he moved to the Kansai area [in West 
cay pea ag Japan} with his family when he was around three- 
antiquated sub-species years-old. “My father’s from Tokyo but my mother’s 
they call... goths? from the Kansai area,” he explains. “When we first 


moved to Kansai, we always spoke the Kanto 
dialect — standard Japanese.” Nevertheless, a 
linguistic shift to the Kansai dialect spoken by the 
locals was inevitable. Even after returning to Tokyo 
upon the establishment of Konami Computer 
Entertainment Japan (KCEJ) West four years ago, 
he still speaks in Kansai, requiring a few additional 
verbal somersaults from the translator. 

Kojima-san joined Konami in 1986 as a game 
planner. Almost immediately he made his ambition 
known by directing the dramatic and detailed 
Metal Gear for an early Japanese home computer 
system, the MSX. Two years ago Metal Gear evolved 
into the amazing Metal Gear Solid, arguably the 
best PSone game to date. He's currently working on 
mech fighting game Zone Of The Enders (ZOE) and, 
more importantly, Metal Gear Solid 2. From early 
screenshots this game promises to be one of the 
best-looking games to grace the PlayStation 2, and 
crowd reaction when the in-game video was shown 
at the E3 game show was, to coin a cliché, 
“absolutely awesome.” Metal Gear Solid is to action 
games what Gran Turismo is to racers. 2 
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>| Official PlayStation 2 Magazine met Kojima - also 
a keen amateur movie critic, as you'll see — at his 
Ebisu office in west Tokyo. 





What first inspired your involvement in the 
games industry? 

In my junior high school years | wrote stories and 
made 8mm films with my friends. | wanted to 
become a movie director, but | didn't know how to 
go about it. In the States, for example, you'd go to 
UCLA and maior in Film. In Japan, however, it was 
quite frustrating, as the movie industry tends to be 
closed and hard to enter. 

During my college days, Nintendo's Famicom 
came out. Before that, as far as | was concerned, 
games were purely for children. But when | saw 
Super Mario Brothers, Portopia Satsujin Jiken {an 
adventure game] and Xevious, | realised that while 
movies were certainly one direction | could take, | 
could also pursue my ambitions by entering the 
games industry. 





What were your parents’ reactions when you 
told them that you wanted to create games for 
a living? 

My father wasn't alive then, but my mother said, 
“Do whatever you want to do.” She was fine with it. 
Then again, my friends and other people weren't 
too thrilled about my career choice. Even now 
they're telling me to stop working in videogames! 


Obviously they haven't seen the impressive 
trailers for ZOE and Metal Gear Solid 2. 

They actually try not to see them. They stay away 
from games. 


You're among the first generation of anime 
viewers. How big an influence has anime 


“| guess the people of my generation learned from movies, but at the 
same time we learned a lot from anime, things that schools never teach” 


(Japanese cartoons) and manga (Japanese 
comics} played in your life? 

| used to live in Chigasaki in Tokyo. It was a very 
open place, close to the sea. But then, when we 
subsequently moved to Kansai, | sort of became 
an introvert. | closed myself off from the outside 


world to some degree, stayed at home and 5 = THe ENDEE 





watched anime all the time. Kojima is handling production duties for KCE,’s 
stunning mech fighter, ZOE. Initial response to 
The character Otacon is given a long speech the game in Japan has been beyond hot. 


in Metal Gear Solid in which he explains how 
anime has inspired him. Is he directly 
expressing your own childhood experiences? 

| guess the people of my generation learned from 
movies, but at the same time we learned a lot 
from anime. Things that schools never teach you, 
about human interaction, friendship, relationships 
with your parents and all that stuff. Manga and 
anime were like our textbooks. 


The interest in Japanese visual style, from 
anime to videogames, is probably at its peak in 
the West right now, with influences showing up 
in movies like The Matrix. 

When these two different cultures met, | think it 
was very refreshing for both sides. That's probably 
why all the Japanese stuff is so popular in the 
West at the moment. There are people like The 
Matrix’s Wachowski brothers who grew up 
watching manga in the US, and then there are 
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people like me in Japan, who've got really into 
American and European comics and animation. 
The same thing is happening in the games 
industry as well. Take Crash Bandicoot, which is 
one of my favourite games. When Mark Cerny 
came up with the first Crash game, | didn’t think it 
was that great. 

But from the second one onwards, he did a 
lot of research into good Japanese games for the 
playability balance. The end result combines really 
great American ideas with the player-friendly 
Japanese touch. Many American games tend to 
have good ideas, but they're rather unfriendly. It’s 
like, ‘Here's the game. Play it!’ 


As a big movie fan, what is your impression 

of Hollywood since the computer graphics 
revolution, particularly in the science fiction 
genre? Do you feel that too many contemporary 
movies are substituting CG in place of involving 
story lines and characters? 

| believe that the story line is the most important 
element of the movie, over and above any special 
effects. But the great thing about Hollywood is 
that, although they spend a great deal of money 
creating movies, many of them become successful 
enough to be able to recoup their costs, so the 
next director, whoever he or she is, can come up 
with another movie. It's a cycle. 

In the Japanese movie industry, it tends to be 
about directors realising their egos. They just want 
to create for themselves, and the films end up not 
recouping costs to distribute to the staff, or to the 
next generation of movie makers. In that sense | 
think Hollywood is doing a great job. 
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METAL GEAR SOLID 2 

Solid Snake's stunning new outing is already 
exciting worldwide hysteria. What will be PS2's 
first great game? Smart money's on this one. 


What are some of your recent favourite films, 
and which movies would make your top ten list? 
| always get asked this question and | can never 
come up with a list, but lately I've enjoyed Buffalo 
66. Movies that would make up my top ten are 
those | saw when | was much younger. | guess 
that probably applies to most people. Movies you 
see during the formative years of your late teens 
usually are the most memorable ones. Although if | 
look back at some of those movies, they may not 
be as good as | remember. 


With the increased graphics capabilities of 
gaming hardware, and the extensive use of 
computer generated movie sequences, do you 
feel that videogames face the danger of literally 
losing the plot? 

For me, graphics, CG scenes — or even the story 
line — are not at the top of my list when | prioritise 
my work. The gameplay comes first and everything 
else follows, so | hope that model will prevail. 


You have mentioned previously that the Nikita 
missile in Metal Gear Solid was a feature that 
could never have been implemented with 
previous hardware. Are you planning any similar 
advanced aspects to MGS2 on PS2? 

Well, I’m still in the midst of creating the game, so 
| really have no answer at this point. Typically, in 
the initial stages of development, we invent the 
most outrageous weapons and items for the 
player to use. Unfortunately, many of them either 
take up too much of the console’s processing 
power, or they ruin the game balance, so we end 
up weeding them out. 


We're playing with a great feature now that | 
fear is likely to be taken out of the final version. It 
involves being able to place your own surveillance 
cameras at certain spots in the game and view 
them remotely. You have four extra screens, but 
that means four times the processing! 


Were you involved with the English dub of 
Metal Gear Solid? It seems that Solid Snake 
owes a lot to Snake Plissken from John 
Carpenter's Escape From New York. 

Yes, that’s true. | had to come up with a cool 
name for a spy who sneaks into places; actually 
the line ‘Snake is back!’, which we used in the 
Metal Gear Solid 2 trailer, is from the sequel, 
Escape From LA | did listen to the voices during 
the audition for Metal Gear Solid’s English dub, but 
| was too busy to oversee the whole process. By 
the way, David Hayter, who did Snake's voice, wrote 
the screenplay for the X-Men movie. 


What games are currently your favourites? What 
are you playing? 

Ape Escape and Pokémon! And Dynasty Warriors 
looks very good, though | haven't played it. It's 
definitely a game that could only be possible on 
PlayStation 2. 


What's the appeal of Pokémon? 
| can play it with my six-year-old son. 


Do you show your son your work? 

No, but his friend’s older brother was playing Metal 
Gear Solid and | happened to be with him. He said 
it was dark and gloomy [laughs]. 
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“No-one is claiming that all PS2 games are great, but there’s always an 
opportunity for these games to create their own culture or subculture” 


Metal Gear Solid was responsible for inspiring a 
legion of stealth-heavy adventure titles. Have 
any of them impressed you? 

When | first heard of Syphon Filter | thought it 
would be a rip-off, but when | actually played 

the game — although | couldn't play too much 
because | get 3D motion sickness — | saw many 
things that we couldn't do in Metal Gear Solid but 
might want to implement in the future. The ability 
to switch into first-person mode and execute a 
head shot, or having the characters hang from 
girders. There are things we're doing in MGS2 that 
we simply could not have done previously. 


What's your opinion on the state of the games 
industry and the direction in which it’s heading? 
In Japan, people tend not to be adventurous. They 
will opt for something that’s already popular. As a 
result, most developers create games that will 
appeal to the masses in order to guarantee sales 
- this model applies not only to games, but to 
music, film and many other industries, too. 

A safe, formulaic game will very likely make 
decent money, and it will definitely help the next 
generation of game developers, but at the same 
time, there are so many different kinds of people 
out there with different tastes. The whole industry 
is going in one direction, and that's something I'm 
a little concerned about. 


Sony has opened up the PS2 platform for all 
developers, whereas Nintendo is renowned for 
keeping it small, making a concerted attempt to 
create new gameplay experiences. Do you think 
Nintendo is the innovator here? 

No-one is claiming that all PS2 games are great, 
but there’s always an opportunity for these games 


CURRICULUM VITAE 


Name: Hideo Kojima 
Nationality: Japanese 

Date of birth: 24/6/63 
Birthplace: Setagaya, Tokyo 


Gameography: 

1987 Metal Gear (MSX) 

1988 Snatcher (PC88, MSX) 

1990 Metal Gear 2: Solid Snake (MSX) 

1992 Snatcher (PC) 

1994 Policenauts (PC) 

1995 Policenauts (3DO, PSone, Saturn) 

1997 Tokimeki Memorial Drama Series #1: 
Niji-iro No Seishun (PSone, Saturn) 

1998 Tokimeki Memorial Drama Series #2: 
lrodori No Love Song (PSone, Saturn} 

1998 Metal Gear Solid (PSone) 

1999 Metal Gear Solid: Special Missions (PSone} 

2000 Metal Gear Solid (Game Boy Color) 


David Lynch, Danny Boyle, James Cameron, John Carpenter, Jan Ke 
Dario Argento, George A Romero, Sam Raimi, Peter Jackson, Quenti 
John Woo, Robert Rodriguez, Akira Kurosawa, Masayuko Suoh, Joji lida 


Favourite authors: Michael Crichton, Robert R McCammon, Bob Langley, 
Robin Cook, David Mason, Paul Gallico, Teru Miyamoto, Kobo Abe 


Favourite bands: Joy Division, New Order, Ultravox, The Sisters of Mercy, 
The Cure, Nick Cave and The Bad Seeds, Depeche Mode 
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to create their own culture or subculture — there is 
no room for such culture with Nintendo products, 
which | view as toys. 


There have been many complaints concerning 
the difficulties of developing for PlayStation 2. 
What has been your experience? 

It's very difficult to develop for this machine — the 
hardware doesn't do any favours for you. It's basic. 
However, the more you experiment with your own 
software, the wider the variety of the possible 
results. Working with PS2 is therefore very 
interesting and challenging. 


Do you think that the PlayStation 2’s ability to 
play DVDs sets up the home movie industry 
as a direct competitor to videogames? A 
prominent game producer was quoted recently 
as saying his development team had bought 
loads of DVDs since getting their PS2 consoles, 
but hadn't actually purchased any new games. 
I've never played any games on my PS2 either. 
{Someone give this man SSX now - Incredulous 
Ed). All | do is use it to watch DVDs. However, | 
don't consider DVDs as a rival to videogames. 
There's no way that our games can beat DVD 
movies when it comes to graphical flair, but we 
can develop our own impressive visual styles 
while also providing an interactive experience. In 
that aspect, we definitely have a big advantage 
over the movies. 

I'm actually welcoming this phenomenon of 
‘game meets DVD’, because | don't think game 
fans are necessarily big fans of movies. Most of 
the stories many gamesplayers have experienced 
come from RPGs, some of which don't have very 
sophisticated plots. The PS2 gives these players a 





chance to watch great films from the past. Once 
they experience these works, they'll demand better 
stories from the games they play and this will 
create a culture of great videogames. 


Does Metal Gear Solid 2 include any features 
that will be able to take advantage of planned 
broadband networking? 
We do have plans, but it's really up to Sony to 
realise these network systems 

The first, basic step would be to implement a 
system whereby players could exchange weapons 
via the Internet. My favourite idea is to have an Al 
program, or even a real person, to play Colonel 
Campbell or Mei Ling, They would monitor 
everyone playing the game, see how well or badly 
they're doing, and start giving advice on how to 
proceed in the game. They could even give tips on 
life and answer all kinds of questions. Obviously 
our programmers are the ones who create the 
algorithms of the enemies and boss characters, so 
it would be fun if they could actually control these 
characters in real-time and fight the player. 


What other game genres are you interested in 
working on in the future? 

| have an idea for something that | call a ‘raw 
game. A fresh game. If you play with it very 
carefully, it will continue for ten or twenty years - 
but if you're not careful, once you reach ‘game 
over’ it ends. You can never play it again. It's dead. 
There is no continue. 0 













Character Developed and Published by Sony Computer Entertainment Europe. ©2000 Sony Computer Entertainment Europe. All Rights Reserved. 


PLUS: 


were. 


Fa PRIMOLK ansere 


sree 
49 ome 


Mesto 


Get Official UK PlayStation 
Magazine every month for 
the very latest news and 
reviews. The only magazine 
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featuring the hottest new 
games. 


The Japanese cult of the Mech will hit 
the UK like a robo-tsunami come 2001. 
Its leader: Armoured Core 2. (It’s like 
Transformers never happened.) 
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“IT’S NOT JUST going to be Lara Croft running 
around temples and tombs...” 

When OPS2 Magazine spoke with Core 
Design's Operations Director, Adrian Smith, back 
in June, details were pretty minimal on how the 
buxom archeologist was going to make the leap 
to PlayStation 2. A working title of Tomb Raider: 
Next Generation was confirmed, along with the 
desire to free Lara from the archeologica 
boundaries that have kept her confined to 
running, jumping, shooting {and not much else} 
in her annual quest to empty Egypt of relics, 
and the lion's share of the animal kingdom. 

Five months on and details are now leaking 
out about the game. Talking exclusively with 
Smith, here are the facts as they stand. 

C The technical PS2 demo of Lara Croft shown 
behind closed doors at last year’s E3 expo was 
just that. The scenario showed a traditionally- 

dressed Lara running around a red-stone castle, 


LARA: TOBE CONTINUED 


Episodic gaming confirmed for Tomb Raider: Next Generation. First screens here. 


surrounded by a water-less moat. This was y \ 
simply an industry showreel, and according to 
Smith, doesn't in any way reflect the game's 
proposed content 

This is almost the case again with the latest 
PS2 promo reel, unveiled at Eidos’s recent pre- 
ECTS press conference. This scenario — stills 
from which are shown here for the very first 
time — shows Lara breaking into the Louvre art 
gallery under cover of night, avoiding security 
cameras Metal Gear-style and eventually 
stealing da Vinci's Mona Lisa. Set to a Prodigy- 
style soundtrack, Lara then avoids the Parisian 
riot police and makes off into the night. Smith 
revealed, “It’s just a taste really. We see Lara B] 


























THE PLOT 
THICKENS 

Tomb Raider: Next Generation 
might look good, but what’s 


the story about? 


While Tomb Raider: Next 
Generation’s plot specifics 
remain under wraps, Smith 
revealed the game is a direct 
continuation of events in this 
November's PSone game, Tomb 
Raider: Chronicles. “We'd like 
people to get to the end of 
Chronicles and when they start 
Next Generation, It'll be obvious 
why we've done what we've 
done.” Without giving too much 
away, the plot of Chronicles 
involves Lara's colleagues 
mourning her alleged demise. 
The game then splits into 
missions detailing previous 
escapades in Lara's life, before a 
not-exactly surprising revelation 
given the character's move onto 
PS2. How this leads into Next 
Generation is unknown, but 
Smith has hinted the plot will 
address how Lara adjusts to 
normal life after her close 
scrape with the grim reaper. 
“Lara has re-evaluated 
her life after her near-death 
experience,” says Smith. “But at 
the end of the day adventuring 
is in her blood and she will 
become drawn into a sinister 
plot. The way she deals with this 
is yet to be revealed. We can say 
that the game will be a totally 
new experience, so don’t expect 
to see any of the traditional 
Tomb Raider scenarios and 
don't expect to see Lara dressed 
in her shorts and leotard. It's all 
radically different and we'll also 
be including some other 
playable characters...” 
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PB] being chased by both the police and the ‘bad 


guys’ in order to make people question which 
side of the law she's actually on. The characters 
in the showreel are all in-game, but most of 
their clothes will be changed. Lara's attire will 
also be different, but the overall level of detail of 
characters and background Is representative of 
what you'll see in the final game.” 

© Similarly, Tomb Raider: Next Generation is 
not the finalised name. Smith confirmed, “Next 
Generation has just stuck with us. It’s a terrible 
name and we're working on alternatives...” One 
thing that is certain is that the game won't be a 
Tomb Raider, as Core takes Lara into new 
scenarios. One solution is the franchise being 
renamed The Adventures of Lara Croft’. 

C) Moving from an original spring 2001 release, 
the game Is now slated for more towards the 
end of the year. Lara herself is currently being 
remodelled by Tomb Raider artist Mark Donald 
for PS2. According to Donald, “She's been 
completely remodelled [because] she's looking 
pretty dated. The detail’s gone up significantly 
and while her new outfits are still very much in 
development, it’s going to be more than just 
Lara in her old costume. As the artist, I'm 
looking to make her more sexy-looking. She will 
be fully facially animated with lots of talking and 
so on, and, technically, the character will be 
fully articulated. We're having to take what has 
been FMV technology and put it into the game 
because PlayStation 2 can handle it.” 

CX Thought has also been given as to the ways 
in which gamers can interact with Lara. It 
recently emerged that the way you play the 
game will ‘affect the type of Lara you build’. 
One example cited by Smith was that if you 
concentrated on making Lara run, she would 
become more proficient at running. Again, make 
her continually climb and she'll become a 
better climber. Smith explains: “In the later 
levels you may need honed skills to reach 
secrets or to get through a certain door.” 











Lara in Paris: the plot 
specifics of this latest 
promo reel don’t 
indicate the way 
forward for the Tomb 
Raider series, but its 
technical standards do. 





Cj Most excitingly, Smith has confirmed to OPS2 
Magazine that the next Tomb Raider will not 
take the usual route to the shops. While gamers 
will buy the game from stores as per usual, 
Core intends to make Tomb Raider: Next 
Generation the first PS2 game not to simply 
spawn traditional sequels, but rather use the 
PlayStation 2's online capability to ‘drip-feed’ 
out new adventures, locations and characters 
episodically. Episodic entertainment has oft 
been mooted as the next stage in game 
distribution and a stepping stone to broadband 
distribution of PS2 content - another example 
suggested by Sony insiders has been an 
episodic release for the Drag Strip mode that 
has been promised for, but never materialised 
in, Gran Turismos 2 and 3. 

Tomb Raider: Next Generation could open 
the floodgates for this new form of distribution. 
In the past, ‘mission discs’ - budget add-on 
discs with new challenges and modes — such 


as Grand Theft Auto: London have been 
released for PSone. Core, however, intends 

its content to be than just new levels, or the 
patches beloved of the PC Quake community. 

“We hope to release extra information about 
plot, characters, and possibly even extra levels 
via online} downloads,” confirms Smith. “This 
information will not be vital to the main plot 
but will be there for the fans who want to find 
out as much as they can about the characters 
in the game, and why certain things have 
happened. We will be releasing several full 
games, but at this stage we're uncertain how 
long each will take to develop so it's difficult to 
predict release dates...” 

These are busy times for Core Design. This 
March sees the release of team-based sci-fi 
action-adventure Project Eden, followed by 
animated herding game Herdy Gerdy. We'll bring 
you exclusive reports on both these games, 
plus more on Lara, next issue. (] MG 
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Queues form for the Japanese launch of PS2: the UK pre-ordering system will prevent scenes like this, though arguably makes it all less of an event. 
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Welcome to the biggest UK console launch in history... 


FINALLY, AFTER WHAT seems like a lifetime of 
waiting, Sony's 128 bit super-console is to be 
launched in the UK on 24 November. Keen 
gamers have eagerly signed up for the first batch 
of PS2s via 200,000 pre-order forms, distributed 
to retailers on 7 September. 

Though details of the exact number of 
PlayStation 2s arriving on these shores in time 
for the first day on sale remain sketchy, Sony has 
confirmed that at least 100,000 will find their 
way into people's homes immediately, with 
another 100,000 units arriving in the weeks 
following. Everyone who has returned a form will 
be kept up to date on the whereabouts of their 
personal PlayStation 2, and Sony hopes to fulfill 
all the pre-orders by Christmas. As for people 
who wish to order a PS2 now, several chains, 
including Argos and MVC, still have supplies of 
pre-order forms, and Sony hasn't ruled out 
releasing more before the New Year. 
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was a real-time strategy game unlike any 
other. Rather than the usual scenario of 


the squad-based Commandos focused on 


troops took on the might of the Nazi empire. 
Players steered their team around occupied 


carnage [according to each commando's 


controlling huge legions of men from on high, 


explosive war action as a small group of Allied 


Europe, positioning them tactically or causing 


Retailers and gamers have mixed feelings 
about the way that the pre-order system has 
been organised, with grumblings that Sony 
should have provided the UK with a greater 
number of PlayStation 2s. Bart Saunt, Head of 
Games at Virgin Megastores, feels customers are 
confused by the system, and that Sony should 
have used a combination of pre-orders and 
release-day scramble to create more of an event. 
“Im a little concerned that the launch day will 
come and go like a damp firework,” he told us. 
“More of a pop than a bang.” 

For its part, Sony says it's genuinely keen to 
pack stores with PlayStation 2s, but simply can't 
manufacture enough - Japanese gamers are still 
snapping up around 200,000 machines a month. 
‘This is primarily about selling software in the 
long run,” commented President of SCEE, Chris 
Deering, “so it’s about getting as many PS2s out 
there as we can.” 





Paper pooch Parappa The Rappa, has been given his own animated TV show, starting next April on Japan’s Fuji Network »Blood letting 
oriental masterpiece Tenchu is rumoured to be in production for the PS2, tentatively called, surprisingly, Tenchu 3 »Epson has revealed 
card creation software for PS2, as well as PM-820 printer compatibility »Acclaim has confirmed Shadow Man 2: Second Coming for PS2 


LUARGATIES 


Commandos 2: This time, it’s war. 
RELEASED ON THE PC in 1998, Commandos 


abilities) before calling in the reinforcements 
by jumping’ into another commando. Fused 
with beautiful environments, challenging 
scenarios and very intelligent gameplay, this 
‘swapping bodies’ technique saw Commandos 
sell over a million copies. 

Thankfully, Spanish developer Pyro Studios 
has decided the mouse-and-keyboard crowd 
shouldn't have all the fun, and is developing 
Commandos 2 for PS2 concurrently with the 































































































































Big in Japan: but four times as many PS2s 
will make it to the UK launch as PSones did. 
























Commandos 2 can be viewed from four 
perspectives. Entering a building fires up an 
interior view, which can be rotated in 3D. 


PC version. Commandos 2 is again based on 
a squad of Allied soldiers taking on Nazi and 
Japanese troops in WWII, but game scenarios 
are now adapted from famous war movies - 
working level designs include Colditz, Saving 
Private Ryan and The Bridge on the River 
Kwai. New characters have been developed 
too, including a ‘temptress’ and a trained dog. 
New settings include an arctic-based sub, an 
aircraft carrier, and a tropical island. 
















»The World Is Not Enough 
Due early next 
year, EA forget the 
« PSone's risible 
Tomorrow Never 
Dies for a full-on 
Quake-based 
shooter with top 
weaponry, special effects and a storyline 
better than all your other first-person 
affairs put together. That said, it is pretty 
likely you know what the plot is by now, 
It's got a bomb in it. And Begbie, 
Further reading: www.007ea.com 


»The Blair Witch Projects 

A three-volume film- 
spawned compendium 
is on the way from 
Gathering of 
Developers/Take 2 — 
namely, Rustin Parr, The 
Legend of Coffin Rock 
and The Elly Kedward 
Tale. Gameplay is described as Resi- 
style, with the accent flitting from 
adventuring to combat. Not that this 
matters as, despite initial reports that 
the trilogy was PS2-bound, news has 
dried up. Something to do with the lack 
of hype for the movie sequel, perhaps? 
Further reading: www.godgames.com 
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Despite the giddy 
prospect that 
was Metal Gear 
Solids Hideo 
Kojima meeting 
the Wachowki 
Bros last year, the 
Matrix licence has now gone to Dave 
Perry's Shiny Entertainment — home of 
Earthworm Jim, Wild 9, RC Stunt Copter, 
Messiah (late, cancelled for PSone) and 
Sacrifice (late for PC). 

Further reading: wwwshiny.com 


»The Lord of the Rings 

sonny Electronic Arts and 
New Line Cinema 
are said to be near 
to ‘completion’ on 
the movie licence, 
beating off 
Codemasters and 
Activision and costing EA an alleged $10 
million. Peter Jackson's long-awaited orc 
flick (starring lan McKellen and Elijah 
Wood] is on the way in late 2001, so 
expect a game around then. That said, 

if the usual year-long wait for Bond 
licenced games is anything to go by... 
Further reading: www.ea.com 











»Harry Potter 
? Licence-sawy 
Electronic Arts again, 
j and its inked deal to 
% develop games on 
all four Harry Potter 

books plus the 
upcoming zillion 
dollar movie and 
any sequels. EA's press site talks of 
eractive magic’, and working closely 
With JK Rowling, movie director 
Christopher Columbus and, of course, 
‘Warner Bros Consumer Products’. 
Further reading: www.ea.com 
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FIVE game movies we wish we 
could forget-.. 


Super Mario Brothers/Bob Hoskins in 
The Long Good Friday, good. Bob 
Hoskins as bloated plumber with 
dubious facial foliage and neon 
dungarees, bad, Very, very bad. 

Street Fighter/Risible straight-to-landfill 
chopsocky stinker with all the pathos of 
a freshly-laid stool. 


Wing Commander/How the mighty are 
fallen. Hamill, hang your head in shame. 


Tron/Okay, so the Moebius designs were 
cool and the resulting arcade games 
were ace but baby boomer nostalgia 
can never redeem the rest of it. 


Mortal Kombat/Actually quite good. 


But is that the best we can really hope 
for: ‘quite good’? 
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Is a glut of Formula One games choking the official licence? 


AS PLAYSTATION 2 REVS up for launch in the 
UK, publishers are already jamming the starting 
grid with official Formula One-licensed games. 
The PS2 release schedules contain a quickly- 
expanding list of official F1 tie-ins including 
F1 Championship Season 2000 from EA Sports, 
F1 World Grand Prix from Konami and F1 
Racing Championship from Ubi Soft. But why 
are there so many Formula One games? 
Currently four software publishers have 
been granted official licences by Formula One 
Management (EA, Hasbro, SCEE and Video 
System). Depending on the contract, each 
company then has the opportunity to sub- 
license their rights — and acquired name — to a 
third party, which is why it appears that there 
are dozens of companies making F1 titles. 
Have Formula One Management simply 
issued too many licences? “Well, we've set a 
limit of four,” said Laurence Leader from the 
company’s licensing department. “You have to 
draw the line somewhere or you end up 
watering down the licence.” And do they think 
that there’s a chance they've already done 
that? “No, we feel that four is about right.” 
Sebastien Puel, International Brand 
Manager at Ubi Soft agrees: “Having a few 
companies making F1 titles means that we just 
have to be very careful about the quality of the 
game, and to make sure ours is the best.” 
Videogames companies and Formula One 
Management are naturally very guarded about 
how much the licences cost per season. When 
a figure of £10 million was suggested, 


| The F1 grid lines up, left to right: Konami’s EE World Grand Prix; EA Sports’ F1 
Championship Season; Ubi Soft’s F1 Racing Championship. 


Clemens Wangerin, Head of Brand 
Development at SCEE revealed that his 
company “paid less than that because as 
Psygnosis, we were one of the first official 
licencees back in 1997.” For the money, 
publishers get access to information on tracks, 
teams, drivers and the official livery from the 
cars. “It’s all about simulation,” explains Puel. 
“tf you want to offer the real Formula One 
environment, the real drivers and the real cars, 
you've really got buy the Formula One licence.” 

So who wins? Most publishers seem 
satisfied with the arrangement. “What you 
mustn't forget,” says Wangerin, “is that if we 
weren't making money with these games, then 
nobody would bother paying for the official 
licences.” Formula One Management also 
benefits from the system, as it helps them 
enhance and promote the sport. So fans of 
Formula One get a choice from a wide 
selection of official titles - although Puel 
actually believes that “at the same time it can 
be confusing for someone having to decide 
which Formula One game will be the best for 
their money.” 

Who loses out with such a huge choice? If 
you hate Formula One, the downside is that the 
abundance of licences results in numerous 
games so similar, you’d be lucky to slip a 
chequered flag between them. But at the 
moment, the market is there to sustain multiple 
F1 games — with efforts from four publishers all 
due by March 2001. At least the chances are 
high that one of them will be good. |_| JS 


JARNO TRULLI 
JORDAN FORMULA ONE DRIVER 


How do you feel about having your name in an F1 videogame? 
It's nice to have my name in a game which is sold and played all 
around the world, because it's very popular — and | like to think it can 
make me more popular! 


Have you played any Formula 1 videogames? 

Yes, always on PlayStation. | think they're really well made, even though 
| believe the best game I've ever played is actually Colin McRae Rally. 
That one's very realistic. 


Are you going to buy a PlayStation 27 
Definitely. | want to get one of the new machines and check out all 


§ the technological innovations. 
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Toran has that Linlglike 
wide-eyed look going 
on, but his game 
promises to be even 
better than Zelda. 
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PS2’s Zelda-beater moves ever closer. 


WHEN DARK CLOUD was first demoed on 
PlayStation 2, way back in September 1999, it 
had all the trappings of a standard RPG but with 
an incredible world-building option. Viewed from 
an overhead perspective, the central character 
ran around an island dropping ‘building blocks’ 
(houses, streams, trees, windmills and so on) 
from which he could then construct a village - 
think Final Fantasy meets Sim City. Best of all, 
the player could then instantly zoom into the 
village in real-time and interact with his new 
surroundings in full 3D — entering buildings, 
running over bridges and so on. Named the 
Georama system, it looked fantastic, but without 
any further details, it was merely a gimmick. 

A year on and Dark Cloud has built on its 
early promise to become one of the most- 
eagerly-anticipated titles developed by Sony 
Japan. A demo disc distributed at September 


Welcome to the world of Dark Cloud. 


2000's Tokyo Game Show plus early playable 
levels revealed that it now plays as good as it 
looks. Cloud now includes all the elements 
required of a quality RPG adventure — full-on 
battle sequences, challenging puzzle elements, 
detailed environments (including superb water 
and flame effects} all set in a vast game world. 

With combat play reminiscent of Square's 
Vagrant Story and the N64's Legend Of Zelda, 
Dark Cloud revolves around Toran, a young boy 
who travels the world on a mysterious floating 
island. Toran’s task is return the island to its 
original place but to do that, he must take on 
the evil kingdom that threatens the village he 
has created. Our hero must fly from his island to 
surrounding areas, gaining information, making 
allies but also making enemies.. 

Further details are due before the new year, 
so expect more on this stunning game soon. 
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Much of the 
joy of Dark 
Cloud comes 
from its 3D 
townships. 





NEWS OF TREWORLO 


THIS MONTH: RUSTRALIR 


ROUND THE PLANET, WITH VIDEOGAMING IN MIND 











Australia has a population of almost 
20 million, and 1.5 million of those 
are PlayStation owners — a massive 
penetration, given that nobody 
seems to spend much time indoors. 


1, In 1967, Australian Prime 
Minister Harold Holt went for 
his usual morning swim off the 
Victorian Coast and was never 
seen again. Conspiracy 
theories have it that he was 
abducted by a Japanese sub. 





2. All five of the world’s most 
poisonous animals can be 
found in Australia. However, 
with advances in antidotes, 
people rarely die from snake 
or spider bites. Drowning is 
much more common. 


How could Australians possibly get 
over the Sydney post-Olympics blues? 
Well, perhaps the launch of the world’s 
most eagerly awaited entertainment 
system might do it. 

But unfortunately for our beer- 
loving cousins, it appears that only 
40,000 of them are going to get Sony's 
new baby before Christmas. As in dear 
old Blighty, the main whinges down 
under are ‘Why aren't there more PS2s 
on sale?’ And ‘Why do we have to 
cough up more than the Yanks?’ It 
seems a mere 12,000 miles isn't far 
when it comes to issues regarding PS2. 


SIX AMAZING FACTS ABOUT AUSTRALIA 


3. The most popular house 
name in Australia is Kia-Ora. 
Also an orange drink found in 
English cinemas during the 


seventies and eighties. top ten, 


4. The most watched TV 
programme in Australia is 
Friends. Neighbours and Home 
and Away don't even make the 


But even though demand is big, 
there isn't a Uk-style blanket pre-order 
policy operating in the Antipodes. A 
few companies, such as Electronics 
Boutique, are going to employ this 
method, but it’s entirely up to retailers 
and most aren't going to bother. 
Instead, Aussies are going to employ 
the tried and trusted method of long 
queues, followed by a shrug of the Ny 
shoulders and a ‘No worries’ from 
those who miss out. It’s usually in the 
thirties from November to February, so 
Christmas isn't quite as big for the 
Australian videogames industry. 


5. One of the biggest chains 
of department stores in 
Australia is actually called 
Grace Brothers. 


Australia’s Top Ten 
most wanted 
PlayStation 2 games 

1. Tekken Tag Tournament 
2. Gran Turismo 3 

3. Metal Gear Solid 2 

4. TimeSplitters 

5, Ridge Racer V 

6. SSX 

7. Tony Hawk's Pro Skater 3 
8. Unreal Tournament 

9, Final Fantasy X 

10. WipEout Fusion 





























6. John The Voice’ Farnham is 
still very popular. 








BLUELINES 
Simpsons guru Matt Groening has confirmed that the animated sci-fi comedy series Futurama is coming to PS2 via Unique Development studios and Fox Interactive »Three ‘classic’ 
animated arcade titles Dragon’s Lair, Dragon's Lair ll: Time Warp and Space Ace have been resurrected for the PS2 in the USA by Digital Leisure »Namco’s sword-slashing sequel 
Soul Calibur 2 is on its way to PlayStation 2 via Sony's new arcade board System 246 »Stylish, urban action PC game Oni is to be developed for Sony's baby by Rockstar. 
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A mini-collection of 
upcoming PS2 games. 
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TG Dare Devil 
Publisher: Kemco 
Release Date: 24 November 


Action racing game with 
two-player option that takes you 
on daring missions around city 
streets in New York, London, San 
Francisco and Tokyo. 


ail 


Unreal Tournament 
Publisher: Infogrames 
Release Date: January 2001 


Violent, bloody conversion of the 
PC first-person shooter classic 
featuring new maps, smoother 
animation and four-player split- 
screen deathmatches. 


Rayman Revolution 
Publisher: Ubi Soft 
Release Date: 24 November 


The limbless cartoon platforming 
Frenchie makes his debut on PS2, 
with fluid animation, tricky 
puzzles and those lovely lums. 


Theme Park World 
Publisher: EA 
Release Date: 24 November 


Fairground-sim where players can 
create their dream or nightmare 
amusement park, then visit the 
rides in 3D. 
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Introducing the next-generation of warfare: Dropship. 


“WAR IS STUPID and people are stupid,” sang Eighties cross-dressing 
popster Boy George, but SCEE’s Studio Camden would beg to differ. Dropship 
is a futuristic wargame that mixes elements of strategy, flight-sims and all-out 
blasters. “Many of the first titles coming out for PS2 are games that everyone's 
seen before,” says Dino Emmanuel, Dropship's designer. “We wanted to make 
something that was a little bit different - both accessible and ‘arcadey’, but 
with more depth than your average shooter.” 

In the game, players get the opportunity to control a wide variety of both 
aerial and land-based craft in order to complete diverse missions that include 
the destruction of enemy bridges and covert deployment of groundtroops. The 
game is still only 20% complete, but already has an impressive sense of scale, 
containing battles spreading over huge detailed landscapes with a draw 
distance of 40km. 

' Fa 4 pac War games: 

Studio Camden has also concentrated on providing realistic Al for Dropship's epic 
hundreds of army personnel. ‘The idea is that you feel really responsible for battles could easily 
your troops the more time you spend with them. You'll see them running bine ag he 
around, shooting the enemy and rescuing injured colleagues by dragging 
them onto dropships,” says Emmanuel. Dropship is due for a pinpoint landing 
on PlayStation 2 in autumn 2001. [ 
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HEROES FOR HIRE Which comic book heroes will score bigon PS2? 


| _ etch mene | Rae eee In the game Zap! Pow! factor Back to the drawing board Hitting the shelves 




































' , 4 Mild-mannered reporter by day, near- Infogrames has confirmed that an A first-person flying option, If it's anything like the PSone version Late 2001 is a recent guestimate, with 
" 4 omnipotent tibermensch by whenever- action-adventure title is in production. environments laid to waste by Heat by Titus. Pass the Kryptonite and put sequels to follow sharpish especially if 
he-swaps-his-suit-for-Lycra-jimjams. Insiders say to expect a game much Vision a la Red Faction, the chance to that Bizarro monster to DEATH, that Superman Lives movie ever gets 
It's Superman. You know the score. like Spider-Man on PSone (but with snog Lois Lane, guest appearances by off the ground). 
: flying and other cool Super stuff other DC Comics characters, Ned 
ot \ instead of webs}. Beatty as Otis (okay, maybe not). 

















The two best modern treatments of 
Batman deserve two cracking games. 
Ubi Soft has released no details as 


The Dark Knight, the Caped Crusader, 
the borderline-psycho-who-hoofs: 
seven-shades-of-brown-stuff-out-of- 
baddies-but-hangs-round-with-young- 
boys-in-red-shorts. 


Ubi Soft picked up the licence last 
year and promises two PS2 outings - 
one based on animated ‘toon noir, 
The Adventures of Batman and Robin; 
the other adapting Frank Miller's The 
Dark Knight Returns graphic novel 


If Bat-Mite, Bat-Hound, Batwoman and The rumour that Miller's Dark Knight 
Shark Repellent Bat Spray appear on {or similar Batman: Year One) could 
any press release. Although Batgirl, we be the basis of a new Batman film 
yet, but expect the stylised designs of like. A lot. might lead to an official movie licence 
both versions to make a smooth for the second game, As for the other, 
transition to PS2. no Bat-Idea, no Bat-Channel. 




















Batman 

















The success of Activision's ace PSone 
game means two new Spideys — one, 
a game sequel from original creators 
Neversoft (‘well under way” according 
to Activision); the other, a licence for 

the Sam Raimi-directed movie. 


Climbs walls, spins webs, has wobbly 
lines around his head whenever in 
danger, appears in naff Seventies 

TV shows. Does whatever a spider 
can, basically. 


The original game was a cracker, if a If it's just a tarted-up version of what's Only Raimi knows for the movie tie-in, 
tad short. PS2 boosters will demand gone before. and late 2001 for the PSone update, 
more story, less platform action and 
new features ~ first-person views while 
swinging could be a winner. 

























SpiderMan 

























Mutant superteens with buckets of 
angst, heartache and soap opera 
appeal. Like the movie really, but 
without the S&M clobber. 


While the PSone games have been Activision promises two PS2 games, If it's anything like the previous 
risible licences, PS2 could mean a a fighting game and an action RPG efforts, basically. 
new lease of life. A megabucks movie and with the movie's PS2-friendly 

sequel (hopefully) means tighter Matrix effects and cool image, we 

control on game quality. Mutant could be the winners. Unless Magneto 

Academy owners will know it needs it. shows up and goes all funny. 


Next year again — although keep 
an eye on the gossip columns for 
movie news, 
































Claws, temper and a top barnet 
makes Logan the most popular X-Fella 
' in both comics and on the screen. 

| ‘ « “Snikt!, as they say. 


Wolveri ne 


An action game been promised by 
Activision, but detalls are sketchy. 
Talking to ps2.ign.com, an Activision 
spokesman said, “We think It could be 
a stealth game, sort of like a modern 
Tenchu, but with action aspects.” 


The claws have it, basically, especially 
if the Tenchu idea comes through for 
our fave Canuck. 


if they don't get the ‘snikt’ sound 
effect right. Or omit the word ‘bub’. 
Sorry, we're purists. 


Wolvie is currently scheduled for a 
November 2001 release. 




















A hybrid of Batman, Darkman and a 
putrid pile of rotting flesh. 






Todd MacFarlene’s haunted tragi- Think multi-arena Quake. Think four- Reports from Japan say that the Out in Japan for Dreamcast, creator 
zombie hero has already ‘spawned’ a player Deathmatch. Think ultra- Dreamcast version looks good, but is Todd MacFarlene hinted at a 2001 
movie (bad) and Psone game [worse]. violence, Capcom-style. Think those let down by poor controls and PS2 release on his Web site 

But a new film's on the cards, while three things with Spawn and a load of camera. Fix me! (wwwspawn.com]. We shall see. 

the Capcom-made coin-op, Spawn: In guns in them. 

the Demon's Hand, will come to PS2. 



























The Greatest Superhero Team Of All 
Time: Superman, Batman, Wonder 
Woman, The Flash, Green Lantern, 
Aquaman, Everyone Else Ever. 











Imagine our surprise when we spy at 
wwwwezanimations.com a 3D model 
of The Flash, under which it says, 

‘Justice League of America Game for 
PlayStation 2. Flash modelled and 
textured for USA Game Developer’. 


All those heroes, all those villains, the 
chance to play as J'onn Jon’zz, the HO 
on the moon, the Atom's little chair... 
Everything really. 


Another trip to the Web site and while 
the image was still there, the logo 
underneath wasn't. 


We'll leave this space blank for your 
own comments. 
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Big chin, big fists, bigger gun 
man who brought justice to the 
Cursed Earth is back. 


UK developer Rebellion bought cool Rebellion's technical director Chris If Rebellion has a collective aneurysm Expect ‘Here comes the Judge’ 
Brit comic 2000AD in July, securing Kingsley has said he's like “a kid in a and think Sly Stallone over Clint headers sometime late in 2001 
rights to over 700 characters including sweet shop,” but aims to “concentrate Eastwood. Or just update 1998's 
Dredd, Strontium Dog and Slaine as on quality and) the essence of the PSone lightgun game. 
well as rights to publish the comic. characters.” Ultra-violent third-person 
Expect the Judge on PS2 next year. shooter with Lawgiver action it is then. 
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TWIN FREAKS 


David Lynch directs bizarre TV advert for PS2 launch. Exclusive on-set report from The Third Place’... 


Over 5-7 October, in a warehouse in downtown 
Los Angeles, feted Twin Peaks director David 
Lynch directed the launch TV advertisment for 
PlayStation 2. Building on a reputation for 
provocative ad campaigns, Sony commissioned 
a script and treatment from TBWA — the noted 
ad agency employed by high-profile clients 
including Apple, Absolut, FCUK and, of course, 
PlayStation. Previously responsible for the 
award-winning Fi-Fi (‘Land on your own 
moon..."} and Double Life (‘I've conquered 
worlds...) campaigns for PSone, TBWA's 
Creative Director Trevor Beattie was looking 
for a director to push the boundries for Sony's 
new machine. 

“It was fantastic,” says Beattie. “It's one of 
the greatest moments of my professional life. 
I've grown up with Lynch's films. When | first 
saw Blue Velvet, it lived with me for weeks 
afterwards. To actually find myself standing 
there with him, recreating something from my 
imagination was a genuinely freaky moment.” 

The launch campaign is based around the 
concept of The Third Place’, with an aim to 
continue the theme for the PlayStation 2’s first 
few years. It's a buzz phrase that’s been doing 
the rounds recently, but that hasn't deterred 
Beattie or Sony. 
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“It's a notion that has been talked about. 
I've seen it written about Starbucks, which is 
somewhere to go before you go home,” 
continues Beattie. ‘That's not what we're 
talking about. We're talking about a Third Place 
of the mind — not a physical Third Place. When 
you play PlayStation 2, you are in the Third 
Place. When it’s been described journalistically, 
it's been described as a shop or a gym ora 
bar. We're saying that ideas of what it is will 
come and go, but what will never go away is 
The Third Place itself.” 

‘This place exists. It has academic theory 
to back it up,” continues Darren Carter, 
Marketing Manager for Sony UK. ‘The theory is 
that you're at work and you're at home but 
there’s a place that exists where you define 
what you want to do in it, rather than it being 
defined by your work colleagues or your family. 
It’s been written about bars and cafes but 
PlayStation 2 subverts the whole concept of 
what the Third Place should be. I'll paraphrase 
the concept but, ‘It’s not simple place, it's not 
easy space, it’s not mental space, it’s not 
physical space but it's whatever you want 
todefine as being your Third Place. You define 
what you want to be in it and have around 
you.’ Now, that doesn't mean that it's 


— 
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comfortable because the whole point - and 
the response we want to get from the ad — is 
that it's an excited fear, a new unknown. It's 
something you're unsure of but, during it, you 
think you're going to like it.” 

The choice of David Lynch to realise 
something open to such wide interpretation 
is obvious, given the Third Place's reliance 
on pregnant imagery and references. The 
Montana-born director has directed adverts 
before, including high-profile spots for Calvin 
Klein, Armani and Adidas — all of which have 
come with his avant-garde cinematography 
and unique vision. Beattie promises that “Lynch 
is as excited about the project as he is about 
anything he does,” and our early glimpses can 
only back up his claims. 

So what does this Third Place’ look like? 
Official PlayStation 2 Magazine was on-set in 
Los Angeles for Lynch's shoot. We're sworn to 
secrecy until next issue's feature on how Sony 
plans to market its still-ambiguous vision for 
PlayStation 2, including exclusive interviews, 
photography, pre-production sketches and an 
insight into Lynch's workings, but we'll let 
Beattie reveal a titbits: “When people see a 
shot of a man’s arms coming out of his mouth, 
they'll react...” 0 








NCH 


Sync 


PHOTO: PIERS HANMER 


enc cs 


»EA has secured the rights to 
publish the much anticipated 
Quake III Arena on the PS2, 
ahead of Activision. The first- 
person shooter will be up 
against some considerable 
competition from the likes of 
Unreal Tournament and the 
brilliant TimeSplitters, but if it’s 
anything like the Hammerhead 
conversion of Quake II on the 
PSone it should be a blast. 


»Square/Columbia’s stunning 
and much anticipated Final 
Fantasy movie, starring the 
voices of James Woods and 
Ving Rhames, has currently cost 
the companies a staggering 
£115m. The animated epic, 
being currently rendered in the 
Square’s Hawaii studios, is due 
for release later next year. 


»If you ever longed to sell your 
idea for a PlayStation game or 
character, then Imagine Your 
Way To A Fortune could be the 
book to turn those dreams into 
a cash-raking reality. Featuring 
everything you need to know to 
turn your crazy videogame 
ideas into lovely moolah, the 
book will be published in the 
UK by Ace Images at a very 
reasonable £12.99. 


»The forthcoming Kessen 2 
from KOEI is set to beat its 
predecessor in every way 
imaginable when it’s released 
in Japan next March. With 
spells and magic now 
complementing the game, 
Kessen 2 has also been blessed 
with a new ‘Crowd Control 
Engine’ which allows 500 
warriors to simultaneously 
fight on-screen. 


»Driver 3 is in development for 
the PS2 and will see a release 
sometime late next year. 
Speculation about the story line 
revolve around four gangs vying 
for city territory. As Tanner, 

you have to earn the trust of 

all the hoodlum posses and 
simultaneously bring them all to 
justice. Meanwhile, Reflections’ 
other PS2 title, Stuntman, is still 
on-course for a spectacular late 
2001 crash. 


»Golden oldie block shuffler 
Tetris is to make its debut on 
the most powerful home 
entertainment system in the 
world courtesy of THQ. The 
series has so far featured on 
over 22 different systems, 
ranging from the PSone to 
mobile phones. 


»Taking it’s inspiration from 
Sega’s 18 Wheeler, Namco’s 
catchily titled Truck Maniac 
Concerto follows almost exactly 
the same premise of delivering 
cargo, but PS2 owners will be 
able to paint their wagon - so 
to speak - and an automatic 
evasion system will avoid 
squishing animals and people. 
The trucking-sim is scheduled 
for release in Japan on 14 
December. 
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INVENTORY 


Your one-stop guide to the PS2 power-ups. 


«Zl: THE MEDI-KIT 


So what’s a Medi-Kit then? 

They're also known as health packs, or 
sometimes just ‘health’. Their purpose Is 
to restore your flailing energy, give you a 
bit of a pick-me-up and allow you to 
carry on fighting. See that red bar at the 
top of the screen? These turn it green. 


And where can you find them? 


They're all over the gaff, 


usually spinning 


on their axis or hovering about a foot off 
the floor. No idea why. Tomb Raider’s full 


of them as Is TimeSplitte 


phen, and 


Silent Scope. But not ISS. 


What do they look like? 
Silent Scope's health packs look like 


buxom ladies in bikinis, 
the 


but usually 


a white box with a red cross on 


top. Lesser-spotted varieties have looked 


like herbs, phials, bottle: 


, ples and 


Crates That Are Darker Than The Other 


Crates Next To Them. 


So they're pretty good things, all in 


all then? 


Yes, but keep an eye out. If you see 
loads floating about, you're pretty much 
guaranteed a kicking from the locals. 


What if they didn’t exist? 

Without them, Lara Croft would be dust 
and Lucozade would have remained the 
national drink of hospital wards. 










AT NUMBER ONE 
Namco has used the 
last seven months to 
ensure that the UK 
version of TIT runs 
smoother and looks 
sharper than the 
Japanese release. It's 
an ace game, but even 
good looks and a tag 
option can't hide the 
fact that this is more 
Tekken 3.5 than 
Tekken 4. But quit your 
carping - the world's 
finest beat-'em-up Is 
back. Copies will fly, 
trust us. 






































6. TIMESPLITTERS 
Publisher: Eidos 
Developer: Free Radical 
Design 

From the makers of 
GoldenEye, TimeSplitters is 
one of the best launch 
games. Hopefully, these two 
facts should be enough to 
get this in people's homes. 
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1. TEKKEN TAG 
TOURNAMENT 
Publisher: SCEE 
Developer: Namco 
The King of the Iron Fist 














7. RAYMAN 
REVOLUTION 

Publisher: Ubi Soft 
Developer: Ubi Soft 













Tournament returns, We like it, 
you like, they like it and we 
predict a number one smash 














The first platformer for the PS2 
just happens to be one of the 
best in its genre. Ideal for the 
younger PS2 audience, it's a 
guaranteed hit. More next issue. 


Ll ales obeetoet 


WHERE THE MAJORITY of today’s driving 
and sports games aspire for realism, beat-'em- 
ups rely on pyrotechnic effects, impossible 
combos and the ability to laugh off attacks that 
would ordinarily leave you in an ICU for the rest 
of your days. Samurai fighter Kengo Is different. 
The weapons are simple, the action is deliberate 
and the attacks short but so very deadly. 

We've seen this style before. Lightweight, 
Kengo's developers, worked at Square on the 
cult beat-'em-ups, Bushido Blade 1 and 2. Set in 
feudal Japan, those games were dogged affairs 
where, as in real life, a single stroke with a 
katana would kill you. No time limit, no special 
moves, no life bars — just one hit and out. Kengo 
will see Lightweight bring its trademark 
swordsmithery to PS2 with a mix of sword skills 
and medieval stylings. This time, however, the 
learning curve won't be quite so steep, as Kengo 
now comes with health gauges. 













2. RIDGE RACER V 
Publisher: SCEE 
Developer: Namco 

A huge legacy and those 
fashionable Japanese 
supercars could tempt Mr and 
Mrs Punter. Then again, Type 4 
didn’t set the charts on fire 


3. SSX 
Publisher: EA Sports Big 
Developer: EA Sports 


slopes, endless replay value 
and rave reviews give this 
fantasy snowboarder a place 
near the charts summit 


8. SMUGGLER’S RUN 
Publisher: Rockstar 
Developer: Angel Studios 
A real dark horse, this. Other 
games may look better, but few 
of them will be more instantly 
playable. Want something 
different? Here's your man. 


Publisher: EA 
Developer: EA Sports 


be enough to convert non- 


fans. Well, maybe. 


Lake SteeRY 


And more than likely die by the sword, in the samurai styled Kengo. 


Break-neck speed, theme park 












9. MADDEN NFL 2001 


Superbly animated and highly 
playable, Madden on PS2 could 


believers into American footie 





While not as forgiving as those in, say, 
Tekken Tag Tournament, these do remove the 
instant death ‘appeal’ of Kengo's predecessors. 
Fighter stance and button combos still play a 
key part in the proceedings, as does the area of 
your opponent that's injured: arms and legs can 
be targeted individually. However there are still 
certain attacks that will drain a life bar instantly. 
Evade moves are included to avoid such a fate. 

Early reports suggest the one-player mode 
has also received a makeover, with more 
emphasis on character, story line and even 
career-style mode for your warrior. Early footage 
reveals lush backgrounds, realistic facial 
animation and the retention of Bushido Blade's 
honour system — fight dishonourably [ie, stab 
people while their back is turned) and the game 
will penalise you. 

Kengo is expected to hack its way onto the 
shelves next spring. 1) 


; ee Tend Ci ) ire \ fey How we think the Top Ten will look. Real figures next month... 


5. READY 2 RUMBLE: 
ROUND 2 

Publisher: Midway 
Developer: Midway 
Fantastically playable and 
fantastically funny, R2R:R2 will 
do well - good reviews (and a 
good few deserters from 











4. SILENT SCOPE 
Publisher: Konami 
Developer: KCEO 
Furlously addictive at first, but 
this could be a tad on the 
short-lived side to maintain its 
chart position. 
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AT NUMBER SIX 
While Tekken Tag 
Tournament and Ridge 
Racer V have higher 
public recognition, 
TimeSplitters deserves to 
be a number one smash. 
Developed by the 
GoldenEye team, four- 
player deathmatches will 
have you Superglued to 
the TV screen. Also, the 
Mapmaker feature allows 
you to create arenas, save 












10. FANTAVISION 
Publisher: SCEE 
Developer: SCEI 
Missile Command meets Bust- 
A-Move on Bonfire Night. 
Sony's gorgeous [if bonkers} 
puzzle game deserves more 
sales than it will probably get. 


challenge friends to play 





back of your fist. You 
know it-makes sense. 













them to Memory Card and 


in areas you know like the 





The arcane ways of the bushido 
masters, coming to a custom 
bamboo-covered PS2 near you... 
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What the gaming industry thinks, both fact and fun 











QUESTION: We asked 25 UK developers, ‘What PS2 
peripheral would you most like to see?’ 









A DVD remote 
B HDD/broadband add-on 
C Digital camera 

D Mouse/keyboard 

E Steering wheel 

F Personal massager 

G Mobile phone adaptor 
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QUESTION: TimeSplitters in mind, we asked every- 
one on the mag, ‘Where will you be buried?’ 











A Below ground 
B Cremated 
CAtsea 

D Football pitch 
E 30 Monmouth St, Bath 
F Brewery 
G Yorkshire 


A B c D E F G 









































































COIN-OP 


With Guy Woodward, editor of coin-op bible AB Europe. 
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Sony teams up with Namco to produce its PS2 hardware for 
arcade machines... The future has just arrived. 





WITH FUNDS TIGHT, Namco has been reluctant 
to plough yen into researching and developing a new 
arcade hardware platform. Now, however, Sony has 
produced an arcade version of its PS2 graphics 
synthesizer (working name System 246) that Namco 
has remoulded, manufactured and also made available 
for other third-party developers. 

Surprisingly, Taito, Tecmo, SNK, Jaleco and other 
Japanese developers have decided not to make use of 
the new system, claiming they found the board tricky 
to master. All of which has left Namco out on it’s own 
— but it could end up having the last laugh. The 
developer showed Ridge Racer V: Arcade Battle at 
September's JAMMA show (the leading Japanese coin- 
op fair) in Tokyo and though only 70% complete, the 
game should compliment a simultaneously released 
PS2 version nicely. Arcade goers will benefit from the 
twin screen linked version, plus an impressively throaty 
sound system, mounted around the driver's head, 
while home gamers benefit from additional racetracks 
Tare ict-la0] (cio s{cy] cx lanes |om 5! (0[0(6)\YAu a cole]meem (@(-1\/2110) 81-10) 
with Hudson Soft and also on System 246) is the next 
scheduled release on the platform, with other games 
(including a shoot-em-up} also in development. |_| 


Although only 70% 
complete, Ridge Racer V: 
Arcade Battle is already 
very impressive. 














LOST CLASSICS 


Games of coin-ops past. 
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2): BRTTLEZONE (S82) 


Atari's Battlezone was the industry's 
first attempt at 3D graphics, and the 
images look primitive by today's 
standards. But while the contours of 
the playing field were basic, the 
gameplay was beautifully simple. 
Hours of fun could be had moving 
your tank across the plain and firing 
at enemies located by the radar. The 
game was so good that the US Army 
commissioned Atari to redesign it, 
using modified software, for training 
purposes. Who says games are bad 
for society? Erm, hang on a second 
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‘To DVD what Sergeant Pepper was to Stereo’ i 


“if you buy nothing else by Underworld, buy this” 
MIXMAG 5/5 A i 


“no DVD can match the sound quality and creative activity 
of the extras served up on ‘Everything Everything’.” i 
PLAYSTATION 2 MAGAZINE 5/5 


DVD MONTHLY 9/10 


L-7-v- O/ale(-auielgiel Mie a '-lelalm-. 
on 11th October 12:15am 


Underworld Live; EVERYTHING, 
EVERYTHING 


DVD & VHS; 09.10.2000 
CD OUT NOW 


EXCLUSIVE TO DVD 
11 TRACKS INCLUDING BORN SUPPY, REZ/COWGIRL & KING OF SNAKE 


- WIDESCREEN; 16:9 ANAMORPHIC 

- 90 MINUTES OF LIVE CONCERT FOOTAGE 

- 90 MINUTES OF LIVE TOMATO VIDEO ART 

- TWO AUDIO TRACKS; 5.1 DOLBY SURROUND/2.0 DOLBY STEREO 

- INTERNET LINKS TO EXTRA MATERIAL 

- 5 MINUTES OF OUTTAKES 

- MOVING MENUS IN 3 LANGUAGES; ENGLISH, JAPANESE, WELSH 


KEYBOARD DRIVEN VISION MIXER 


anand llele(-aUuVelg el IVemeel pg] 
www.underworld.v2music.com 
www.jbo.co.uk 
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THE COMPUTER SUPERSTORE 
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And this is @Seaside 
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A CULT HIT on PSone back in July 1999, 
Konami's Silent Hill was a deft slice of 
psychological horror. Where Resident Evil 
hijacked George Romero's zombie flicks for 
inspiration, Silent Hill looked to a mix of Twin 
Peaks and Jacob's Ladder — a deserted US 
town, a bizarre array of characters and a 
slow decent into madness prompted by the 
appearance of mutated creatures from your 
worst nightmares. The good news is that 
Konami's KCET development studio is currently 
hard at work creating a sequel for PS2. 

While the plot and characters won't be 
related to those of the first game, the setting is 
once again the rundown resort of Silent Hill. 
This time out, the story revolves around one 
James Sanderland, who recei¥s a mysterious 
letter from his late wife - dead some three 
years earlier. It asks him to meet her at Silent 
Hill, the town he had promised to take her to 
just before she died. Unable to ignore it, 
Sanderland makes the trip, where he instead 
meets Maria, a new female character who, 
despite a different hairstyle and manner, 
resembles his late wife just a little too much... 


Silent Hill's seaside setting allows the new 
PS2 version to be as enshrouded in fog and 
darkness as the original. This murk — originally 
introduced as a neat way to get around the 
graphical limitations of PSone - has became 
the series’ trademark. Indeed, if anything the 
PS2 sequel will be even darker of atmosphere, 
but this time for artistic, rather than technical, 
reasons. Konami describes, as an example, a 
thick mist that realistically disperses as a 
character walks through It. 

A team of 40, many of whom worked on 
the original, are currently implementing features 
unseen in the PSone model, including new 
enemies, weapons and puzzles. Plus, they're 
messing about with Dolby Surround Sound. But 
one major idea yet to be implemented by KCET 
is the option of multiple endings for different 
levels of gamer. The Japanese market prefers 
easier games to its European and American 
equivalents, so KCET is looking into a feature 
that allows the game to be enjoyed by all. 

Currently 40% complete, expect Silent Hill 2 
to be a DVD release sometime in late 2001. And 
when it is? Bolt those windows! (_] MG 























ed up of the yellow 
ermin? Then eat him. 

























































































HOW MUCH Is 
ded. LIalase 


He's not supposed to be a dog at all, you 
know. Sony Entertainment Robot Company 
prefers the much more catchy moniker of 
‘Entertainment Robot’, claiming that it was the 
media who called Aibo a dog from the start, 
not them. So the new Aibo, model no. ERS-210, 
has been made deliberately more cat-like, with 
shorter, pointier ears and tail than the previous 
version. It now responds to around 50 simple 
commands, is less expensive than the first 
model — though ¥150,000 {about £960) isn't 
exactly cheap — and has a host of accessories 
for you to kit your new friend out with. 





































=In Jap 


PS2 CHARTS 


Gl ome tN etre Mal 14 





om 


dited by Max Everingham 


FIRB -LAB LSS 


Bored of your usual four o'clock Twix fix? Tired, even, of the pick 'n’ mix? 
OPS2 indulges in Japan’s gourmet snack du jours. 


BRITISH FOOD MANUFACTURERS 
could do worse than take a leaf out of the 
Nipponese character, game and TV show spin- 
off snack book. Quirky munchies that take on 
familiar fantasy forms are currently overloading 
Tokyo's supermarket shelves. 

If you don't fancy a diminutive Pokémon 
cup noodle, why not opt for a handsomely 
packaged box of Pikachu sponge cakes? 
Moulded in the shape of the yellow one's 
chubby face, the chocolate custard-filled 
delights are guaranteed to whet any fan’s 
appetite — unless you find them too cute to 
eat, that is. Stressed out workers can also 
find solace munching on the similarly 
flavoured Tare Panda snacks after a tough 
day, whilst chilling with the matching soft toys. 
We're still waiting for an edible Koge Pan to 
make its debut, though. (Don't ask] 


Pfs PREVIEW 


NEO ATLBS I 


In this ‘New World Discovery Simulation’ game, set in 
the 15th Century — the Age of Discovery - you play a 
Portuguese trader charged by your king with the task 
of producing a map of the world. During the voyage 
you will receive reports from your admirals - some 
will be accurate, some not - and have a chance to 
re-discover the Seven Wonders of the World. Sounds 
intriguing, and at least it’s not another racing game. 



















Those after more cultured treats will think 
they've hit the jackpot at the Osamu ‘god of 
manga’ Tezuka stand, present at many of the 
country's special events. Here, his classic 
creations — Astro Boy, Kimba, Princess Knight 
and Blackjack — are all represented by cookies, 
cakes and chocolates. 

The Ultraman snack range, however, comes 
first in the digestible hero stakes. Hilariously in 
line with the TV show's opening credits, it 
features silhouettes of the iconic Japanese 
rubber suited superhero and his foes seared 
onto the surface of each biscuit. The foil- 
stamped packages also contain a variety of 
booklets and pictures. They're almost too cool 
to eat... especially when you have to cough up 
at least ¥2,300 (£15) for a box! We reckon you 
have no choice but to buy one to eat, and 
another to keep for posterity. 


NEW KIT 






KEYBOARD MANIA 


Unlike British and US gamers, the Japanese are 

not averse to spending huge wedges of cash on 
dedicated controllers. Even though Keyboard Mania 
costs a packet and weighs a ton, it seems fans of 
the game over here just can't wait to lug it home on 
the bullet train. All power to them, then, because 
their investment brings them that much closer to 
the ‘authentic’ arcade experience. Well, maybe. 






GEKIKUKAN PRO-BASEBALL (Square) 
G-SAVIOR (Sunrise Interactive] 
SANGOKUSHI Vil (Koei) 

SHIN SANGOKU MUSOU (Koei) 
KEYBOARD MANIA 

(CONTROLLER PACK) (Konami) 

RING OF RED (Konami) 

WINNING POST 4 MAXIMUM (Koei) 


SILPHEED: THE LOST PLANET 
(Game Arts) 


9. JIKKYOU POWERFUL 
PRO BASEBALL 2000 (Konami) 


10. GUN GRIFFON BLAZE (Game Arts) 
Chart source: Weekly Famitsu (27/10/2000) 
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Wave these assorted 
objects around, and 
your actions are 
replicated on screen. 
It’s intriguing, and 
could have major 
gameplay possibilities. 


they're working on games, they haven't the time to replica of the gamer — an ‘avatar’ — into PS2 titles 
think about brand new technological concepts. We and a Tekken-style beat-'em-up, where players could 





can concentrate on far-reaching ideas and think actually control their characters by karate kicking 
|— |_| oo @ | [= about where games could be going.” their way around the living room. “It's all part of a 
A 3D demonstration developed by SCEA’s move away from traditional controllers into new 

PS2 team announces new game control technology. Dr Richard Marks uses a typical digital Webcam areas,” says Holman. “One day you might be able to 
g plugged into a PS2 USB port to track and analyse speak to your PS2, and it'll react.” 
F certain moving props held by the player, which are As yet there's no planned product release 
« In a quiet corner of the Sony corporation, a group of _ then transformed into in-game objects. ‘Dungeon’ schedule — or any planned products, come to that - 
é technicians are quietly plotting a gaming revolution. allows players to wield a medieval sword and mace, — but Holman is confident that games companies will 
a Paul Holman, Director of Technology at SCEE is whereas ‘Flying’ gives budding birdmen the chance soon pick up on the technology — even if it’s initially 
= working with its R&D department to create exciting to flap their virtual wings and take to the skies. in more prosaic form. “PS2 can also use standard, 
3 and innovative ways of playing PS2 videogames. Paul Holman and his team are looking at off-the-shelf peripherals,” he says, “such as cameras 
4 “Basically, we're exploring new areas to inspire various possibilities for the technology, including and microphones. They'll give developers more 
B developers,” explains Holman, “because when video emails, a facility for incorporating a digital flexibility to make original games. It’s very exciting.” 





























BLUE LINES 


More monkey business is planned with a PS2 sequel to SCEE’s Ape Escape »Sony and the Nippon Telegraph and Telephone Corp have joined forces to provide a Japanese trial 
programme starting in December, allowing the fast fibre optic download of video from the Internet »Konami is pedalling a new PS2 Tour de France title for late 2001 >» 
OPS2's Geiger-counter confirms that new Fox Interactive sci-fi game Aliens: Colonial Marines is stalking the PS2 »Cool Boarders 2001 will be ‘pulling big air’ on PS2 next year. 


y) ENILUWILL 
'” PRENAL 


. Latest from Capcom: Onimusha, Code Veronica and Resident Evil 5 for PS2. 


It will only be a matter of time before the ever-excellent Resident Evil series makes it to PS2, but it seems we 
[ may have to wait a little longer than first expected. The latest announcement direct from the lips of Capcom 
president Kenzo Tsujimoto promised that Biohazard (as RE is known in Japan) is crucial to the company’s 
future, the survival horror series having already sold 12 million units worldwide. However, he also predicted 
huge success for Capcom’s first big PlayStation 2 title, Onimusha: Warlords (projected presales of 700,000 
was being tossed about) a success that would delay the release of any new Biohazard game until 2002. 
As for what this new game may be, conjecture is rife. Recent rumours suggest a PS2 conversion of Code 
Veronica, the excellent Dreamcast-only Biohazard game. This would make sense in terms of series continuity, 
but the practice, not to mention the politics, of porting a game from Dreamcast to PS2 is tricky. 
Meanwhile, a Tokyo film festival recently played host to a half-hour CG film from Capcom, based on the 
: Biohazard universe. Although the zombies take a starring role, it is believed that none of the main STARS. 
~~. characters make an appearance. The title of this film — Biohazard 4D Executer — only fuels speculation that it 
_ is theybasis for a brand new game in the series. 

have more on the exciting samurai slasher Onimusha: Warlords, plus an exclusive interview with 

d dent Evil creator Shinji Mikami, next issue. 





+ 





058 — J Se 


DO ¢ 


QO’ 


British Internet Gaming 
League: could this be the 
start of a gigantic spectator 
sport to rival football? It’s 
hard to imagine... 
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Could gamers become the sports stars of the future? ‘Fat chance’ may be the wrong answer... 


BRITAIN’S MOST DERIDED building 
recently played host to a gigantic 
multiplayer gaming competition that 
organisers hope will generate new 
opportunities for the future of 
PlayStation 2 owners — by turning them 
into international sports celebrities. 
The British Internet Gaming League 
Tournament held at the Millennium 
Dome on 9 September featured 
hundreds of gamers competing in 
various events for £35,000 worth of 
cash prizes, including a £1,700 wad for 
the FIFA 2000 champion. 

Although this event only used 
PCs, sponsors ICM and Battletop are 
convinced that the next-generation 
PlayStation 2 will play a large part in 
the future popularity of the event. 
“That's what gets the hair on the back 
of my neck standing up,” said John 
Varley, President and CEO of Battletop 
USA. “Then we can organise stuff like 
a Tekken Tag tournament or Gran 
Turismo competition and the sport 
will absolutely explode.” Battletop is a 


company that started organising 
Internet leagues and competitions 
in Korea, where it says multiplayer 
gaming currently has over 350 
dedicated professionals. 


HIGH QUAKE STAKES 

British gamers are already starting to 
achieve their long-held childhood 
dream of earning hard cash from 
playing videogames. At 24 years of age, 
Sujoy Roy is one of the UK’s top Quake 
Ill Arena players and claims to earn a 
staggering £200,000 per year. Roy 
actually believes that console games 
are better suited for competition than 
their PC equivalents, because they 
create a level playing field, rather than 
PCs which can vary enormously with 


regards to their technical specifications. 


“PC gaming's too much of a niche 
at the moment. We want people to be 
able to just pick up a PlayStation 2 and 
a game take part. That’s the Mecca, 
really. PlayStation 2 will help us to get 
closer to making this a real sport.” 


A SPORTING CHANCE? 
Unfortunately, it seems that organisers 
of such events have a tough challenge 
ahead if they are to get multiplayer 
gaming recognised internationally as an 
official sport. Franklin Servan-Schreiber, 
Director of Communications at the 
International Olympic Committee said, 
“Whether videogames will become a 
recognised sport, will depend heavily on 
the type of game. | think we would have 
a problem recognising Quake, but there 
might be some games - strategy/action 
- which are non-violent in nature, that 
would have to be considered.” What 
about videogame competitors at the 
2004 Olympics? Servan-Schreiber is 
adamant: “There’s no way that in the 
foreseeable future and beyond that 
computer games would be a sport at 
the Olympic Games.” So, although 
opportunities might be opening up for 
the very best PS2 gamers to forge 
lucrative careers, it could be a long wait 
until cyber athletes get the chance to 
go for gold. 1 JS 


ae 


n-screen some exciting 
i je ‘cyber athle' 
ae , however, are less 
j look at. 


SUJOY Ri 
PROFESSIONAL 
GAMER 


“What were hoping for is the top gamers to be paid as 
much as top football players, and we're gradually getting 
there. People will be made into superstars and become 
very rich - you'll be seeing £30,000 as a top prize In 
PlayStation 2 competitions in the near future. 

“It’s going to be accepted as the thing to do and 
the players are going to be household names. You know, 
‘come and meet the top Tekken gamer’. Within a year 
from now there'll be a whole load of people who'll make 
a very comfortable living ~ better money than an office 
Job ~ and they'll be doing something they love. It’s going 
to be every kid's dream.” 


FRANKLIN 
SERVAN-SCHREIBER 
DIRECTOR OF COMMUNICATIONS 
& NEW MEDIA AT THE IOC 


“One of the issues about the sports we recognise at the 
10C is that it has to be universal in nature. Bridge and 
chess can be played anywhere without electricity, a 
television or anything whereas videogames appear to be 
universal to a very limited population base. 

“We do think that videogames play an important 
part in engaging young people into enjoying sport, but an 
Olympic event? If you take the horizon as being ‘highly 
unlikely’, then shoot to the galaxy beyond that, that’s 
where you have videogames being an Olympic sport.” 


7) gh 
aft SE) JOHN VARLEY 
yO CEO OF BATTLETOP 
is i f 
oe es 
“in Korea it’s beyond just a game ~ it’s a sport. Players 
play in 22 professional teams — they're drafted, It’s not 
just a gameplaying thing anymore, it’s the fifth-largest 
sport in Korea, with thousands of spectators and all the 
major news networks covering every final event, with the 
standings covered in the newspapers. 

“The question now is whether that'll spread to the 
UK, Europe and the US. We wouldn't be here if we didn't 
believe so. We want to commit a lot of money to make 
that happen. There are more people that play 
cybergames in the US than play American football.” 
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ISS plays well. FIFA looks great. But 
the ultimate football game? We 
reckon it'd be something like this... 


: 1, All football games let you pick from a list of teams, but what if you 
could choose Club and International teams from any period in history, 
with authentic strips and players? Then you could have the obvious 
England-Germany match-ups, or Boca Juniors vs Bradford Park Avenue... 


2. We'd need the big match atmosphere of the PSone’s UEFA 2001, but to 
add to it we'd have an offensive chants option, and ~ for really niggly 
games - the occasional throwing of coins and firecrackers. 


3. Sheepskin jacket-wearing managers storming up and down the 
touchline are a must. When things get too heated, they get held back by 
officials ~ or even even banned from pitchside and sent into the stands, 


4. We'd need substitutes sat on bench, with a few players warming up 
every now and then. Journeymen would joke amongst themselves, while: 
big name stars denied a game glower with resentment. 


5. Got to have refs assistants and their little flags. That was never offside! 


6. The excellent tackling from Konami's ISS Pro Evolution on PSone is 

a must-have, but it would be well improved by the addition of the 
occasional bone-crunching injury, Stretcher-bearers are on stand-by to 
carry off particularly badly-maimed players; when it’s a real bone-sticking- 
out-through-skin job, other players look away in horror. Some puke. 


7. Injury time needs to be more realistic. We'd like to see an electronic 
board held up with the number of added minutes at the end of each half. 


8. Of course, we need our goals. The replays from ISS Pro Evolution are 
the best, but we'd want to add to them with edited highlights after the 
game, as In the old Amiga/Atari ST game, Sensible Soccer. 


9. We want the intelligent keepers from the new Japanese version of ISS 
Pro Evolution, These guys can rush out of goal, but are punished by the 

ref if they bring a striker down. We'd make them better, though, by having 
them Join the attack in the dying minutes of a losing game, Barthez style. 


10, We need to be able to properly control the power and direction of 
shots, with decent aftertouch for bending the ball - like In Gremlin’s Actua 
Soccer, but mixed with the power bar system from ISS Pro Evolution. 


11. A selection of extravagant goal celebrations {as in EA Sports’ FIFA 2001 
‘on PS2) Is essential. We also want to be able to customise our own stupid 
or offensive variations. 


12. Real-time weather would be great. It'd affect visability and ball control. 
13. Picking defenders that play the offside trap would be fun. For Gooners. 


14, Every good football game needs a decent mini-map of action on- 
screen. ISS Pro Evolution is particularly good at this. 


15. We'd want reaction of the players to the in-game action to become 
more expressive, allowing the emotional highs/lows of such events as 
Gazza's goal against Scotland in Euro '96. Players should be seen to 
visibly cry/laugh/argue/spit, with Incredibly realised animated faces. 


16. We'd also like a design-a-player option, with a choice of classic 
hairstyles, from Kevin Keegan's Seventies perm and Barry Venison’s 
appalling mullet to David Beckham's suede-head. Teams can have the 
same coloured hair, such as the yellow-headed Romanians in France '98. 


17. After a particularly nasty challenge, players square-up to each other — 
_ and may even react violently if they're... well, you know the ones. 


For big teams, a supermodel. For lesser teams, your mum. 


19. We want referees with random personalities, so you could get a card- 
brandishing Graham Poll or fair-but-terrifying slaphead Pier Luigi Colina. 






20. Finally, you should be able to map any face you want onto a player, 

which allows you to build up teams of pathetic minorcelebrities or even 
create your Sunday league team. This tech is already on its way to PS2, 

_with a new ISS game and the ‘Picture Paradise’ digital camera software. 







































































































GAME NAME 


November 
Aqua Aqua: Wetrix 2.0 

Dynasty Warriors 2 

ESPN International Track & Field 
ESPN Winter X-Games 

Eternal Ring 

Evergrace 

F1 Racing Championship 
Fantavision 

FIFA 2001 

Gradius Ill & IV 

International Superstar Soccer 
Kessen 

Madden NFL 2001 

Midnight Club 

NHL 2001 

Orphen 

Rayman Revolution 

RC Revenge 

Ready 2 Rumble: Round 2 
Ridge Racer V 

Silent Scope 

Smuggler’s Run 

SSX 

Super Bust A Move 

Swing Away Golf 

Tekken Tag Tournament 
TimeSplitters 

Top Gear Daredevil 

Wild Wild Racing 


December 

Army Men: Sarge’s Heroes 2 
Dead Or Alive 2 

Disney's Dinosaur 

F1 Championship Season 
H30 Surfing 

NBA 2001 

Pool Master 

Stepping Selection 

Street Fighter EX3 

Stunt GP 

Theme Park World 
X-Squad 


January 2001 
Armoured Core 2 
ESPN NBA 2Night 
ESPN Hockey Night 
Jungle Book 
Quack Attack 
Unreal Tournament 


February 2001 
Army Men: Air Attack 2 


March 2001 

F1 2001 

Gauntlet: Dark Legacy 
Gran Turismo 3 

Legacy Of Kain: Soul Reaver 2 
Project Eden 

Rally Circuits Africa 
Shadow Of Memories 
The Bouncer 

The Summoner 

The World Is Not Enough 
WipEout Fusion 

ZOE (Zone Of The Enders) 


Unconfirmed first quarter 2001 
Age of Empires 2 
Drop Ship 
Ephemeral Fantasia 
Extermination 

Herdy Gerdy 

Music 3 

Oni 

Red Faction 

Sky Gunner 

Street Lethal 

Star Wars: Starfighter 
The Getaway 

The Gift 


UEFA 2001 


unpredictability they could change. 





GENRE 


Puzzle 
Strategy/adventure 
Sports sim 
Snowboarding sim 
RPG 

RPG 

Racing sim 

Puzzle 

Football sim 
Shoot-'em-up 
Football sim 
Strategy 

Sports sim 

Arcade racer 
Sports sim 

RPG 

Platform 

Arcade racer 
Sports sim 

Racing sim 
Shoot-em-up 
Arcade racer 
Snowboarding sim 
Puzzle 

Golf sim 
Beat-’em-up 
First-person shooter 
Arcade racer 
Arcade racer 


Adventure 
Beat-'em-up 
Adventure 
Racing sim 
Sports sim 
Sports sim 
Sports sim 
Dancing 
Beat-’em-up 
Arcade racer 
Building sim 
Adventure 


Strategy/shoot-'em-up 
Sports sim 

Sports sim 

Adventure 

Platform 

First-person shooter 


Adventure 


Racing sim 
Adventure 
Racing sim 
Adventure 
Adventure 
Racing sim 
Adventure 
RPG/adventure 
Adventure 
First-person shooter 
Arcade racer 
Shoot-em-up 


RPG 

Adventure 

RPG 

Adventure 
Platform 

Music Creator 
Adventure 
First-person shooter 
Arcade flight sim 
Arcade Racer 
Shoot-'em-up 
Arcade Racer 
Adventure 
Football sim 


“These dates were correct at time of going to press, but due to the games Industry's 
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SCi 
Midas 
Konami 
Konami 
Crave 
Crave 

Ubi Soft 
SCEE 

EA Sports 
Konami 
Konami 
EA 

EA Sports 
Rockstar 
EA Sports 
Activision 
Ubi Soft 
Acclaim 
Midway 
0) 
SCEE 
Rockstar 
EA 
Acclaim 
EA 

SCEE 
Eidos 
Planet 
Rage 


3D0 
SCEE 
Ubi Soft 
EA Sports 
Take 2 
EA 

Take 2 
Jaleco 
Capcom 
Virgin 
EA 

EA 


Crave 
Konami 
Konami 
Ubi Soft 
Ubi Soft 

Infogrames 


3D0 


SCEE 
Midway 
SCEE 
Eidos 
Eidos 
Rage 
Konami 
Square 
THQ 

EA 
SCEE 
Konami 


Konami 
SCEE 
Konami 
SCEE 
Eidos 
Codemasters 
Take 2 
THQ 

SCEE 
Activision 
Activision 
SCEE 

1015170) 
Infogrames 
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New remote technology fights flab 
with Tekken Tag Tournament. 


The end of videogaming as a sedentary pursuit 
could be nigh if Korean company Bestsoft has 
anything to do with it. Its new ‘Virtual Ring’ 
arcade cabinets eschew buttons and joysticks 
in favour of remote sensors which encourage 
the player to physically replicate the on-screen 
action. Visitors to recent game shows have 
been greeted by the sight of players actually 
punching and kicking the air like lunatic mime 
artists in order to manipulate their Tekken Tag 
Tournament fighters. 

Bestsoft also claim the ‘Virtual Ring’ system 
can be used with football and snowboarding 
games. It will apparently burn 620 calories an 
hour, more than either jogging or swimming for 
the same length of time. 

Web site: www.bestsoft.co.kr 


DINE GFR Ue ei 


Casio’s must-have new watch is also a digital camera. 


Bond's fantasy gadgets of yore are gradually 
becoming reality. The latest thoroughly hip piece 
of futuristic kit to aid you on everyday espionage 
missions is the Casio Wrist Camera, a watch that 
conceals a lens for a black and white digital 
camera. It can store up to 100 surreptitious snaps 
and you can add a caption or a phone number to 
each, turning the device into a visual black book. 
The Wrist Camera also boasts an infrared port 
allowing you to swap images between watches or 
upload pictures [via a connection cable available 
separately) to a PC. The same function allows you 


to download picture files to the watch for portable 
viewing, At September's Tokyo Game Show, the 
Wrist Camera was on display at the Bandai stand, 
where it was shown linked up to the handheld 
WonderSwan console, which in turn linked to the 
PlayStation 2. It can't be long before a more 
direct method of linking to PS2 is invented, 
making the Wrist Camera an ideal way of face 
capturing for videogames. 

Early models of the Wrist Camera are on sale 
in the UK, retailing at around £170. Web site: 
www.casio.co,jp/English/flash/0007/wrist.html 
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It’s really simple, this one. We ask five pressing questions to five interesting 


raeme Norgate 
Free Re 
music and saur 


Tim Wright 
Development Director 
at Jester Interactive 


Rob Playford 


Managing Director of 
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people who should know the answers. This month: videogame music. 


Do bands license tracks for 
videogames as they would for 
commercials — purely for 
financial gain? 


| don't think they do it to raise their 
credibility, but | doubt whether it has 
much to do with the hasta 
it's mainly the record companies and 
publishers that license the tracks. With | 
smaller bands, it's more to do with 
someone at the games company being a 
fan of the poly aeaaeaeitvs chalpeitt 
in it’s own way. 


Bands end up on videogames either 
because the music publisher is keen to 
push them into new media (money) or 
because the band are genuinely into 
games (creative). 


Obviously they don't mind the financial 
gain, but It is a little different from 
advertising commercials, in that these 
tracks are for a product that they are 
very involved in. 


From an artist’s perspective, there’s a 

big difference between your publishing 
company simply licensing 30 seconds of 
a track, and creating something new that 
is intended to create an emotionally 
enhancing soundscape for an interactive 
experience. There is financial gain, but | 
think it would be fair to say there is more 
credibility, fun and creative challenge in a 
videogame soundtrack. 


Anyone who says that they don't do it for 
the cash is blatantly lying, 'cos it’s easy 
money. Personally though, being into 
karting, gaming and having wrecked a 
few cars in my time it's a pleasure to be 
involved with Gran Turismo - we can 
easily sleep at night without thinking 
we've sold out or are promoting 
something we're not into. 


Original soundtracks for 
videogames are released on CD 
in Japan. Could that happen in 
the UK? 


_ Im sure HMV and Virgin think they won't 
sell enough game soundtracks to make 
any cash out of it, but if they stocked 
them, people would buy them.. Well 
(ofas: wou buy: theme 


The main hurdle is computer games 
publishers embracing the way the music 
industry operates. We're looking at taking 
the tunes created with our PS2 MUSIC 
package and getting them released as 
audio or interactive CDs. 


Harry Gregson-Williams (The 
Rock) is writing MGS2's music. Is 
this a move towards big budget 
Hollywood-style soundtracks? 


game music. Garbage in garbage out, 
| how ever many violinists you have. 


Take a film, strip out the music and it 
falls very flat - the same holds true for 
games. Videogames produce bigger 
returns these days, so there is room for 
a far healthier budget for music and 
sound effects. 


| see this as being the same as the 


revolution from ditching the old git 
playing the piano along to early black 


_and white films, through to today's 


It can and does happen, for example 
with the Smuggler’s Run/Guidance 
recordings release. But the Brits 
require a little more content than 
simple association with a successful 
entertainment product - if it’s not good 
it won't sell. 


Someta pmo! 


various soundtracks that are scored, 
compilations of recordings or both. 


Budgets are already big, with $400,000 
being the highest figure | have from a 
reliable source. However, | think that 
publishers and developers are starting to 
realise that the soundtracks have more 
importance than as a marketing tool - 
they change the entire feel of a game. If 
you see a film without the score, it feels 
completely different and very empty. 


~ Not every game's going to have that kind 


budget, but | think it's great and can 


_ only be a good thing if it’s going to make 


they Z 
succeed. Of course, it would help if the 
music was all original, exclusive and, 


indeed, on the game. 


Metal Gear Solid 2 sound fantastic and 
suck the gamer into the excitement/ 
tension of the game. 


What is the future for videogame 
music? Are there any big tech 
developments on the way? 


Fourteen channel Sensurround 64 bit 

5 gigahertz sampling with sound effects 
downloaded on the fly from a central 
games database stored on a storage 
medium the size of an sugar cube. 


‘intelligent Music’ will feature, with the 
music actually being written real-time 
using predefined rules and algorithms — 
all driven by the action on-screen. This 
will allow smooth changes from spooky 
to dramatic and so on, so the music will 
really become part of the game. 


{ think | just answered that... 


Watch this space... 


Bigger budgets to lure recognised artists 
to produce exclusive mixes/tracks, and 
although it might piss off their in-house 
music boffins, | think they realise it's 
worth it for better quality soundtracks 
which gamers are starting to expect. 
Hopefully in the future, music will take 
advantage of Surround Sound to add 
even more depth to games. 


Finally, what’s the best and 
worst videogame music? 


Best: I'm an old has-been who still thinks 
the Commodore 64 was the pinnacle of _ 
achievement in game music. 

Worst: In general, musicians who don't 
bother trying because they say ‘it’s only 
game music, and | really want to be ina 
band/or a film composer’, and music 

that loops to soon. 


*TimeSplitters is reviewed on page 120, 


Best: Just to be controversial I'm going 
to say Flash Gordon (Commodore 64) 

by Rob Hubbard — great music with lots 
of variety. 

Worst: From my own work, worst would 
be Lemmings because it’s cheesy as helll 


*MUSIC 3, a music maker and visual interactive 
game for PS2 will be released early 2001. 


Best: I'd rather not mention which ones, 
because I've sampled some of them in 
the past. 

Worst: | don't know enough to be sure 
that whatever | slated really was the 
absolute worst. 


*MSX00.1, a Moving Shadow CD-ROM featuring an 
80-minute Rob Playford mix is out now. 


Best: Grand Theft Auto: London 1969. 
Worst: NHL '95. 


*Smuggler’s Run is reviewed on page 132. Midnight 
Club is reviewed on page 157. 


Best: WipEout 
Worst: Anything from Disney... 


“Ash are currently finishing their new album and 
begin a UK tour on 23 November. 
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THE SOUND 
& THE FURY 


The place: Twin Ring Motegi race track, just outside Tokyo. The cars: hot, numerous, 
and highly expensive. The occasion: it’s sound recording day for Gran Turismo 3, and 
we’re the only Western magazine invited. Gentlemen, start those engines... 
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from its normally 
aspirated 2.0 litre — 
by revving right up © 
to 9,000rpm. Hear 

it scream! 
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Gran Turismo 
creator Kazunori 
Yamauchi (left); not a 
man afraid of getting 
his hands dirty. 











The Renault Spider 
(below) does without 
such luxuries as a 
windscreen. It left 
our man Max (bottom 
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//The car industry will 
bend over backwards 
for Gran Turismo. What 
better advert for your 

baby could there be?// 


Don't you just love fast cars? The wood and leather- 
© lined pleasure of aristocratic Aston Martins. The 

outrageous, steroid-enhanced charms of spoiler- 

encrusted Nissan GT-Rs. The Q-car delights of shit-off-a- 
shovel Subaru Imprezas. It's impossible to pick a favourite. 

And why should you? There are so many to chose from — and 
fantasising is free. Over the last few years, Polyphony’s magnificent 
Gran Turismo series has fed every car fan's obsession. They've not 
only been great games, but at the same time the world's most 
significant purveyors of auto porn. And now OPS2 finds itself at a 
race track, surrounded by the Polyphony team, and around 30 Gran 
Turismo dream cars in the flesh. Suddenly this ain't a fantasy any 
more: it's real. We're not sure how we're going to cope... 

For a start, killing one of the industry's most respected game 
developers wouldn't be one of the cleverest things we've ever done. 
So when Kazunori Yamauchi — Gran Turismo's creator and, as such, 
the Hugh Hefner of internal combustion — asks if we fancy taking 
him for a spin in his race-modified Skyline, there's nothing to do 
but politely decline. That's too much car, much too soon. The little 
(if highly tuned) Renault Clio parked next to it, however, looks 
relatively innocent. How wrong can a man be? 

Later, as our pro driver, Shichisawa, takes us round the circuit in 
that self-same car at a 150mph, he is insistent that this is a “fairly 
slow" pace. Time to make a mental note - one that Gran Turismo, 
the game, should have taught us. Don't judge a book by its cover. If 
a car looks small and innocent, chances are it's anything but. But 
it’s difficult to try to remember this when your head is whacking 
relentlessly against dash and door pillar as speed-freak Shichisawa 
dives mercilessly into the corners. 

The reason we're here, being offered such a rare (if hazardous} 
treat, is to witness Polyphony Digital’s sound team recording every 
rewing engine and screeching tyre for the next [and potentially 
greatest) stage in the GT series, Gran Turismo 3. ‘Here’ is the Twin 
Ring Motegi race circuit, two and a half hours from the chaotic, 
neon-lit streets of Tokyo. This international-standard race track has, 
amongst other events, hosted a post-season leg of the NASCAR 
Winston Cup and the Aryton Senna Memorial Kart Race Cup. 
(Senna, it turns out, is Yamauchi's favourite driver) Set against a 
lush background of hills and green pastures, the tranquillity of the 
scene will, for the next two days, be besieged by a riot of flashy 
bodywork, screaming engines and suffocating exhaust fumes as the 
Polyphony team bash their way round and around and around in 
the 150 or so cars needed for the finished game. 

Although day one is relatively quiet 
compared to the thunder to come, it still 
impresses both an excited Japanese press 
and OPS2, the only Western media to have 
been invited. Amongst the cars immediately 
to hand are the stylish bathtub-shaped 
Audi TT, Mercedes’ new CL600 super coupé, 
a selection of small sports cars including 
Porsche's Boxster and Mazda's MX5, and 
the bestial Nissan Skyline GT-R. They queue 
proudly in the paddock just long enough to 
have their pictures taken, before the blistering 
30-degree heat is cut short by a torrential 
downpour. The Polyphony team scramble 
madly in an attempt to rescue the cars, now 
standing tyre-deep in water. 

After the wash out yesterday, a sunny 
second day promises much excitement - it’s time to record the 
cars’ engine sounds. Amazingly, most of the 150 vehicles needed 
for the game have made it today. There are only ten no-shows — 
the Lotus Elise bring one — but no worries, their voices won't go 
unrecorded. Instead Polyphony will be visiting the manufacturers 
directly. The bulk of the car industry will bend over backwards to 
accommodate the GT team. After all, what better advert for your 
baby could there be than a starring role in the new Gran Turismo? 

As the cars start doing their laps, a few favourites swiftly 
emerge. Surprisingly, one is another Renault - not the Clio, but a 
rare SIFO Spider. As it roars into life, sounding to all intents and 
purposes like some primordial beast, we freeze in our tracks. 

To Yamauchi, realism is the key to a great game. Realism in the 
way the cars look. Realism in the tracks and weather conditions. 


Realism in the handling dynamics. And, yes, realism in the way the 
whole thing sounds, too. Polyphony has a vast team on hand to 
wrangle the cars, but it's surprising how hands-on Yamauchi 
himself gets. Recording is a complex business. Typically, one sound 
engineer holds a huge, woolly microphone over the exhaust pipe, 
while another takes station directly over the engine. A third, Kentaro 
Nakagoshi, sits at the recording desk to check the results as they're 
piped through. With everyone in place, a Polyphony driver then revs 
each car from idling, through the midrange up to around 4,000rpm, 
then on to the red line. To round it off, he gives first a short, then a 
long, blast on the horn. All this goes onto DAT and, once the raw 
data’s tweaked at HQ, the sounds will be worked into the game. 


THE REAL DEAL 

Complementing these basic sounds, another mic and recording 
box are then taped securely in the engine bay of each car before it 
rolls out onto the track to record the assorted noises produced 
during actual circuit racing, So, when you're cranking your virtual TT 
through the turns at 90mph, and passing a hapless competitor 
with a derisive honk of the horn, you know that, near-as-possible, 
what you're playing is the real deal. 

So, which car sounds best then? Nakagoshi shouts back over 
the roar. “Right now, the Spider” he laughs. “It has a lot of punch. 
But | like them all. The cars all sound very different, depending on 
their body size, shape and so on. If we didn’t record each car 
separately, it just wouldn't sound so real.” 

Later, taking a break from the relentless heat outside, in the 
cool of an air-conditioned sanctuary, Kazunori Yamauchi talks Gran 
Turismo. Expectations for this game are sky high. Any pressure? 

‘There are no preset objectives for this one,” he smiles, “but 
we're doing our best to improve it over previous versions in every 
way we Can. Today, we're not only recording the sound, we're also 
taking the opportunity to examine each of the cars in great detail, 
trying to work out the specific handling characteristics of each. It 
also gives us the chance to make sure each member of the team 
has at least some experience of the real-life cars.” With a creative 
team of around 100 - right at the upper limits of what's usual for a 
game project — it's understandable that not all are going to be 
familiar with the vehicles, hence the vast number of Polyphony staff 
hanging round the track. ‘This way,” he explains, “everything should 
be accurate. We've got no excuses if it isn’t.” 

Despite all the potential technical problems producing a game 
like Gran Turismo throws up, the biggest sticking point with this 
one turned out to be one of the simplest things — its name. At the 
Motegi race track, Yamauchi was at pains to make it clear that 
‘GT2000' is most emphatically not Gran Turismo 3. Rather, it's a 
new, PlayStation 2 version of the PSone game Gran Turismo 2. 
There's nothing wrong with that — and the PlayStation 2 version is 
clearly superior in every way — but an unforgiving development 
schedule has robbed the team of the time needed to put in what 
Yamauchi feels is sufficient innovation to make this a genuine ‘GT3’. 

Since then, however, events have run away from him, and it 
turns out his ‘GT2000' will now be released as Gran Turismo 3 after 
all. And the logic for change is clear: by the time the game Is 
released, 2000 will be well over. Yamauchi's planned ‘GT3’ will now, 
presumably, be known as Gran Turismo 4. Still, although we've been 
unable to speak with him on the subject, we suspect Yamauchi Is 
unhappy with the change. For him this game is a refined, rebuilt 
version of a previous release, not, as such, a brand new game. 

“Lots of details have changed,” he says. ‘The textures, the Al and 
the physics models. The course graphics have also been steadily 
improved. We're currently using 60-70% of the PS2’s processing 
power, which is about the maximum anyone's achieving right now, 
though obviously in time developers will get more efficient.” 

The implication, of course, is that it's only when developers are 
using 80%-90% of the processing power that we'll see a genuine 
next generation Gran Turismo. 

For now, though, GT3/GT2000 will more than suffice. And in the 
meantime, there are cars to be thrashed, lap times to be shaved 
down. And always, somewhere just over the horizon, the goal of 
utter realism to be achieved. You may never get close, but it's a 
race worth running. 0 


Gran Turismo 3 is previewed on page 18 and released March 2001. 


GRAN 
TURISMO: A 
BEGINNER’S 
GUIDE 





Gran Turismo 

April 1998, and a 
new game arrives 
on PlayStation 1 to 
completely shatter 
our preconceptions 
about driving games. 
The original GT 
offered realistic 
driving physics, 
gorgeous graphics 
and -superbly- 
accurate modelling 
of over 150 dream 
cars. It became 

one of the few 
videogames that 
non-gamers have 
heard of, and fuelled 
endless grey imports 
of Skyline GT-Rs and 
other Nipponese 
supercars, all at the 
time unavailable 
outside Japan. After 
enjoying immediate 
popularity, worldwide 
shipments have 

now exceeded ten 
million units. 





- Gran Turismo 2 


Not fundamentally 
different to its 
predecessor, but 
more of a gradual 
progression. 
Improved in most 
areas, GT2 continued 
to walk a winning line 
between simulation- 
style ultra-realism 
and arcade-style 
playability, at the 
same time boosting 
the number of 
potential chariots to 
500 cars. From day 
one of its release, 
GT2 went straight to 
the top of European 
charts, breaking all 
sales records. 





Gran Turismo 3 
This latest step in 
the series. Despite 
all Sony Japan's 
protestations, GT3 is 
basically a souped- 
up PS2 version of 
Gran Turismo 2, but 
with vastly enhanced 
graphics and Al. 
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The biannual Tokyo Game Show provides a neat crystallisation of the Japanese games 
industry. Staggering in scale, overwhelmingly bright and noisy, mildly disorientating, but cute ae 


round the edges. And this year, highly PlayStation 2-centric. Join us for a taste of the action. 
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The Kaihin Makuhari district of Tokyo is, quite 
simply, one of the most futuristic urban areas in 
the world. Above, neon flashes chart the progress 
of glass elevators as they crawl up the sides of 
elegant skyscrapers. But unlike the crowded 
Tokyo centres of Shinjuku and Shibuya, where 
buildings battle for space and light, Kaihin 
Makuhari’s steel and glass giants have room to breathe. The wide 
roads below are quiet, save for the odd cruising GT-R or Evo. Keep 
driving out of Ridge Racer V's Park Town and you'd probably end up 
somewhere like here. 

But today is different. Disturbing the district’s usually unsettling 
sense of calm are massed representatives of the international games 
industry, streaming from the station towards the Makuhari Messe for 
the Autumn 2000 Tokyo Game Show. On the second and third days of 
the event, the stream will become a river, as excitable members of the 
general public join the throng. The Tokyo Game Show is the only major 
videogame expo brave enough to open its doors to the masses, a 
generous gesture which pushes attendance figures to 137,000 over the 
three days. On posters displayed in shops all over the city, the TGS is 
advertised as a family day out. Status of the show as a major 
event in the social calendar goes some way towards illustrating the 
centrality of videogames to mainstream Japanese culture. 








For first-time attendees, however, the s : 
overwhelming. The Makuhari Messe exhibition size of an 





aircraft hangar - one which could house the er of grounded 


Concordes. When filled with teeming crowds, it: al od ten 
ites to stroll from one end of the hall to the oth which point 
ead through into a second exhibition space of equally 












en months on from its Japanese launch, PlayStation 2 
raw at the TGS. Virtually every exhibitor is making its PS2- 
e centrepiece of vast displays; more than 20 per cent of 
yare on show is for PS2. But not only that: the large number of 
ames also in evidence proves that Sony’s unique decision to 
vo generations of console hardware concurrently is working, 
or now. Elsewhere, handhelds such as the Game Boy Advance 
i’s impressive Wonder Swan Color also put up a good fight. 
in this equation is Dreamcast, a platform which, ir the 
absence of Sega from the expo, accounts for less than five per cent of 
all software at show. And Dreamcast’s loss is PlayStation 2's gain, as 
several sequels to DC games — Jaleco’s Carrier: The Next Mutation, for 
example — are now set to appear on PS2. 

Once inside the show, the logical first port of callisthe huge Sony st 
Computer Entertainment stand. However, before it’s possible to get 
hands-on with the new Gran Turismo 3 tracks, the astounding Dark 
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Crowds g: t 
at Koei’s 

gawp at vi 
of Kessen 2 
Guitaroo Mi 
Guitaroo Man. 
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Cloud or the all-new cartoon dogfight frenzy Sky Gunner, the senses are 
assaulted by a live performance on the stand’s main stage. To the 
accompaniment of samba drums, Mr Crash Bandicoot, the monkey from 
Saru Get You! (aka Ape Escape) and friends are working through a furious 
dance routine which would put ’N Sync to shame, while attractive women 
dressed in little but glitter and feathers twirl elegantly behind them. A 
hundred hangovers are instantly cured. 

While all game shows are required by international law to feature a 
number of unlucky chaps and chapesses trussed up in the garb of 
popular game characters, the TGS takes this stipulation to ludicrous 





extremes. The highlight of last year’s autumn show was a man dressed as pas ag _— 2 
a giant fishing rod controller, and looking none too happy about his tragic oe few Solo reac Po 
predicament. Starring in this year’s pantomime are Bub and Bob from Enjoy Magic. 


Puzzle Bobble, the entire cast of Rival Schools and a ten-foot Godzilla 
who ambles around very, very slowly, growling occasionally. 

In addition to the game character costumes, each exhibitor employs 
an army of alluring young ladies to help promote its wares. Every 
company has its own uniform for these game girls (or camgirls) which 
tends to consist of platform heels and a microskirt — the not unpleasant 
effect is of being surrounded by a flock of Reiko Nagases. Unlike the 
British or American equivalent, the role of these camgirls is more than 
purely cosmetic. There tends to be one girl employed for every game pod 
on the stand, and she will explain the controls, clap enthusiastically when 
you pull off a winning combo and mop your brow when you lose. While 
this level of personal attention can occasionally make you feel a little 
sleazy, it’s all part of a culture which is at pains to accommodate visitors 





(a simple notebook purchased at the show claims, in English, that it is 
‘the most comfortable notebook you have ever run into’). Even at the end 
of a long day, the camirls still respond to gruff enquiries with smiles. 

A major trend at the show concerns Japanese developers’ enthusiasm 
to experiment with the PlayStation 2’s potential connectivity. In other 
words, everything that can be plugged into the USB port is being plugged 
into the USB port. Sony's newly-announced Popegg printer (named, 
presumably, because of its oval shape) and range of Cyber-shot digital 
cameras incorporating the Picture Paradise function, are displayed on the 
stands of several third-party developers in order to demonstrate some 
ingenious new software. Idea Factory's PrintFan will allow users to create 
posters and stickers from their own photographs. The same developer's 
Print Hour program, in typically endearing Japanese fashion, uses the 
latest technology to propagate some distinctly lo-fi cutesy cartoons. 
Atlus’s dubious virtual girlfriend creator Primal Image is also being 
demonstrated in conjunction with the Popegg printer. 

Scanning the player's face into a game is one of the most obvious, 


but undeniably exciting, potential features of digital camera connectivity. 


The Popegg printer 
spews postcard- 
sized sheets from 
Print Hour software. 
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2 It’s a pretty girl. 
The Rival Schools In a bikini. 
cast are awarded Somewhere amongst 
an A for effort all this, Choro Q HG 
(F for style). is being promoted. 
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Idea Factory is the only developer at the show displaying working 
software of this kind, although a ropey mallet-bashing mini-game called 
Face Capturing Paradise is hardly the ideal forum. Thankfully, developers 
of the calibre of KCEO, T&E Soft and Square are already signed up to 
incorporate simple face-scans into games such as a PS2 version of ISS 
Evolution and Golf Paradise 2 (the PS2 update to PSone cult game 
Everybody's Golf, coming to the West as Swing Away Golf. 

Sunsoft has even patented its own PS2 56k modem named Online 
Station, which operates in conjunction with the Enjoy Magic software 
package (Enjoy Magic also supports connections to a Picture Paradise 
digital camera and a mobile phone). Upon launch later this year, Online 
Station claims to be able to offer primitive access to the World Wide Web 
in its entirety. It would be impossible for Sunsoft to market this package 
as is in the UK, but Net connectivity via PS2, at least for limited Web 
surfing and email facilities, may arrive much sooner than predicted. 

Magnetically drawn to the throng surrounding a huge screen showing 
new Metal Gear Solid 2 footage, crowds are funnelled into the huge 
Konami stand, by far the largest of any developer at the show. Inside lie 
such treats as a new Silent Hill 2 video, playable demos of ZOE, Shadow 
of Memories and 7 Blades, plus a first outing for the new Bemani range 
(which includes a combined version of Drum Mania and Guitar Freaks 
and a seven-button Beatmania controller, as if five wasn’t hard enough). 

After being floored by a video of the intro to the epic Kessen 2, fooled 
by the plastic sushi on the Irem stand and almost slashed to pieces by a 
samurai swordsman promoting Kengo: Masters of Bushido, the intensity 
of the TGS experience begins to take its toll. Luckily, the prescient fellows 
on the Genki stand are doling out free handheld electric fans to revive 
flagging spirits. The flashing bouncy ball obtained from Taito adds to the 
impressive freebie haul, although it’s almost lost in the crowd as the 
showgoers are reluctantly ushered from the exhibition hall and into the 
descending twilight of Kaihin Makuhari. 

The Tokyo Game Show is full of exciting new PS2 products, but a 
couple of wrong turns on the show floor can see you adrift in a sea of 
horse racing sims, dating games and incomprehensible puzzlers featuring 
badly-drawn cartoon animals. There are still elements to Japanese 
videogame culture which baffle us Westerners — we're pretty sure, for 
instance, that we won't be seeing True Love Story 3 making the transition 
to the UK any time soon. 

However, the fact that there are families attending the TGS — and that 
many of the camgirls spend their break playing Bust-A-Groove: Dance 
Summit 2001 on the Enix stand — should tell you something. As should 
the market stalls in the Akihabara district of Tokyo that flaunt the latest in 
hi-tech gadgetry and videogame paraphernalia like they're selling fruit 
and veg. In Japan, videogaming is a wholly inclusive pastime. Despite the 
varying merit of games on show at TGS, virtually all of them boasted an 
instantaneous quality which made them easy to enjoy in a short space of 
time. It’s a virtue Western developers would do well to learn. 














Namco’s stage plays 
host to what looks like-a 
warped version of Blind 
Date. The performance 
proves strangely popular. 
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The games of the Autumn 2000 Tokyo Game Show — but what are their chances of a UK release? 
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@) GRAN TURISMO 3 (SCE!) 

Virtually complete at TGS, Sony just 
couldn't provide enough pods to satiate 
the clamorous crowds. The new tracks 
looked gorgeous, the new steering 
wheel looked solid and worked well - 
it’s a guaranteed smash, basically. 


@@ SILENT HILL 2 (Konami) 

A brand new video wowed the TGS 
throng, its disorientating direction only 
adding to its intrigue. A perplexed James 
Sanderland was shown conversing with 
a spooky schoolgirl, while a corpse in a 
torn nurse’s uniform dragged another 
body around a blood-splattered public 
loo. Grisly, gory, spectacular... 


@S DARK CLOUD (SCE!) 

The first playable code of SCEI’s Zelda- 
esque RPG showed it to be a more 
action-orientated adventure than was 
initially thought. The ability to build-up 
your settlement (Sim City-style) before 
swooping in to explore the construction 
in real-time looked just amazing, 


4 ZOE (Konami) 

Hideo Kojima’s other game, Zone of The 
Enders, was playable at TGS and moved 
with explosive speed and breathtaking 
detail. A robot battle game in the fine 
Japanese mecha tradition, it’s heavily 
augmented by a large dose of mission- 
based adventuring. 


@S ONIMUSHA: WARLORDS (Capcom) 
A ten-minute playable demo of this 
long-awaited adventure showed it to 

be more Bushido Blade than Resident 
Evil. A series of gorgeous pre-rendered 
backgrounds played host to ugly mutant 
menace and assorted breathless battles 
demanding lightning swordplay. 


5 SKY GUNNER [SCEI} 

A pleasant surprise for all TGS 
attendees, this brand new airborne 
cartoon shoot-em-up came across like 
a hybrid of Power Stone and Pilot Wings 
by strapping rocket launchers to ancient 
flying contraptions. It was so new that 
no press shots were available — thus this 
lovely shot of us playing it. 


W7 SEVEN: THE CAVALRY OF 
MOLMORTH (Namco} 

Intriguing RPG in the Final Fantasy IX 
vein, which used the kind of cool ‘bold 
lines’ animation last seen in Sega’s 

Jet Set Radio. The plot is currently pretty 
incomprehensible, but looked to 

contain much humour. 


5. KESSEN 2 (Koei) 

The original Kessen isn’t even out in the 

UK yet, but that didn’t stop Koei pressing 
ahead with an intro video for the sequel 

which made every other piece of FMV at 
the TGS look lifeless in comparison. 


@S. DRUM MANIA: 2ND MIX/GUITAR 
FREAKS: 3RD MIX (Konami) 

These two Bemani games will come 

on the same disc so that fanatics who 
already own the custom controllers can 
link up and pretend to be in their own 
ridiculous J-Pop band. Insane, cool, but 
SO very, very hard. 


@3. GUITAROO MAN (Koei) 

Prime portion of Japanese game 
lunacy in which the eponymous hero is 
required to save a futuristic world from 
the clutches of evil alien robots through 
the power of riff alone. It also stars 
Guitaroo Man's mildly disgruntled 
looking pet pooch. 





|]. BUST-A-MOVE: DANCE 

SUMMIT 2001 (Enix) 

A PS2 update to the superb PSone stuff- 
strutting series sadly rejected by UK 
punters. As the jubilant jiveathons 
continue in a church and on an athletics 
track, a wraparound handclapping 
peripheral adds much to the mayhem. 


12. GEKISHA BOY 2 (Irem) 

Translating roughly as Exciting Photo 
Boy 2, this bizarre 2D trundle proved 
a surprise hit. Like Pokémon Snap's 
cheekier older brother, the aim is to 
grab sneaky photos of unusual street 
life (try a mustached transvestite 

and a boy having a wee from a train 
door for starters} to earn points. Right. 
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The hard looking fella on the right is from The Bouncer, 

one of 2001's most ier awaited games. It’s the first é 
PS2 project from Square, home of the legendary Final 

Fantasy. It's,also one of the titles pointing the way to the 

future of gaming, But even more sk it’s the first 

videogame we Can think of to star nightclub doormen... 


WORDS: SAM RICHARDS/PHOTOGRAPHY: JAMES COPE 








No jeans, no trainers, and if your name's not down you're not coming 
a in. Most peoples’ idea of the typical British nightclub bouncer is of a 





dickie-bowed ex-con meathead, someone rather more concerned 

with starting a fight than ensuring the safety of his establishment's 

patrons, Let's face it, we've all run up against a nightmare wall of 

borderline-psycho bouncer muscle when trying to blag our way Into 
some place or other. The less fortunate amongst us may even have felt the warm 
slap of tarmac on forehead when thrown out of said venue because the neanderthal 
on the door didn't much like the cut of our mildly-inebriated jib. In our experience, 
bouncers are the baddies. But in Japan, it’s all very different. 

Perhaps the national culture of politeness ensures that Tokyo clubs rarely require 
an aggressive door policy. When The Bouncer's timid character designer Tetsuya 
Nomura is asked to recall any incidents where he’s fallen foul of a bird-brained 
bouncer’s over-exuberance, he struggles, before admitting, “I once visited a nightclub 
where the bouncer looked very fierce. Luckily, he opened the door to let me in.” In his 
world, it seems, bouncers can quite easily be 
heroes — albeit shady, enigmatic heroes with 
chequered pasts. 

Nomura-san is renowned for his superb 


. character designs on past Square classics 
//Nomura’s designs have 


Final Fantasy Vil and Final Fantasy Vill. Now 


found r: | forum in The Bouncer’s that the FF series has reverted to its 
yaks Century environs. Hf medieval-styled roots, Nomura’s distinctive 


creations have found an ideal forum in the 
21st Century environs of The Bouncer. 

Sion Barzahd, Volt Krueger and Kou Leifoh - the game's trio of bouncer heroes - 
don't sport DJs and number ones. All doormen at the FATE Bar, they couldn't be more 
distinctive. Volt (the muscular chap on the right) is the obvious hardman, the metal 
horns protruding from his forehead the sure sign of someone not to be messed with. 
With his biker jacket, facial piercings and fearsome turn-ups, he's Paul Phoenix's 
badder brother. A surname like Krueger is bound to carry menacing connotations, 
although the ‘No Cactaur' patch on his jacket reveals a sense of humour (Cactaurs 
are man-eating cactii from Nomura-san’s old stomping ground, Final Fantasy — Ed). 

Kou is styled as the martial artist, his coiffured hair and a wealth of tattoos 
ensuring that he's always noticed in a crowd. Kou's the one who cracks the jokes. 

Sion is the odd man out. Younger and more innocent than the other two, his 
short trousers and ruffled crop emphasise his relative naivety. Although you still 
wouldn't be advised to rile a guy wearing a belt around his neck. 
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THE SEINE. 





The lovely Volt. See 
that patch on his arm? 
It’s a little in-joke for 
Final Fantasy fans. 
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4 ® ft 
e % 
va % : 
Kou (left) and Volt: Sion (centre}'and : uk 
“Hey! Where's that his fellow bouncers sath 
guy who was just prepare to ‘deal with’ % bik 
sick on my shoes?” sy the situation. j 2 








Sion, move it! 
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@ making,a big mistake! 








THE BEVINGER 


Takashi Tokita (left}.and 
Tetsuya Nomura, the’ 
creative muscle behind 
The Bouncer. 










/fEarly movies show the three bouncers 
tackling armour-suited special forces 
“It follows the typical age-old rule of the 


types in spectacular fashion// 
three-person group — an orthodox member, a 


cool one and a comical one. To give a more manly and mature impression, the game 
starts with the characters not butting into each other's business. Their best and worst 
characteristics will be determined by the player.” 

Although numerous divergence points in The Bouncer allow you to play as any 
of the three characters for a period, the adventure seems to be played out largely 
through Sion's eyes. Volt and Kou are soon revealed to have mysterious links with the 
game's enemy, the Mikado Group. Like Sion, the player will begin the game fresh, but 
will soon have to learn the codes of the underworld. 


SO WHAT TYPE OF GAME IS THE BOUNCER? 

“It's part story and part action,” reveals Tokita-san. “We're calling it an RPG/action 
game. It's important for an action game to give a feeling of oneness with the hero, 
but action games can lack characterisation and story development. RPGs can cover 
these narrative factors but sacrifice the tempo, the thrill factor and the immediacy. 
The Bouncers system is a combination of the best elements of these two genres.” 

Like the recent Final Fantasy games, play will be interpolated by extravagant cut- 
scenes which move the story forward between episodes and locations. Adventuring 
elements — moving your character from room to room or collecting items — will be 
limited. Instead, the progression of the story depends on which of the three bouncers 
you choose to control at vital junctures, and how you perform in the action segments. 

When the action begins, you again have the opportunity to select your character 
from Sion, Volt or Kou. Each, naturally, has different fighting abilities, and your choice 
of character will alter the way you approach the battles strategically. The aim of the 
creators appears to be to cram as many ally and enemy characters as possible on- 
screen simultaneously, while still allowing superior fighting prowess to prevail. This 
element of the game could be described as a free-roaming beat-'em-up, a term with 
bad connotations since the genre had floundered somewhat in the nascent 3D era of 
PSone. Now that we're talking about advanced 3D animation on PS2, The Bouncer 
aims to be a truly accomplished free-roaming fracas. 

“Being able to manipulate your character around 360° with the camera was our 
goal,” expounds Tokita. To this end, the development team have worked closely with 
Dream Factory, the company behind the beat-'em-up mechanics of Square's Ehrgeiz 
and Tobal 2. “Dream Factory has been involved in the animation of true real-time 3D 
ight sequences. And obviously its knowledge of RPG games has helped place the 
action sequences in the overall context of the game.” 

The first battle of the game takes place in the FATE Bar itself, as special forces 
rom the dastardly Mikado Group burst through the windows in a kidnap attempt. 
Early movies show the three bouncers tackling the armour-suited special forces types 
n spectacular fashion, with wooden galleries collapsing, glass smashing and amazing 
slow-motion ‘finishing’ moves as each enemy is taken out. Although a number of 
iberties have been taken for the sake of style, Tokita is keen to emphasise the 
realism of his fights. 

‘The characters don't look like they have been taken from comic books. We've 
tried to scale back unlikely moves from their repertoires so you won't see any 
cartoon moves, such as fireballs shooting from their mouths.” 

The analogue properties of the new, pressure-sensitive Dual Shock 2 controller 
have heightened the link between input and effect too. “I wouldn't say we're using 
256 degrees of touch,” laughs Tokita, referring to the number of levels of sensitivity 
DS2 offers. “But you'll find that if you push the button harder, your character will make 
a harder punch. The level of force will be reflected in the damage to your opponent, 
but it's not strict real-time damage modelling, otherwise their bodies would be black 
and blue. However, if a different part of the body is hit you get a different reaction.” 

The clothes of the three bouncers have been cleverly designed to emphasise the 
detail of the animation. “Sion wears a big necklace,” explains Nomura, by way of an 
example. “Every time he gets punched, you can see the accessories move.” 

In order for the player to feel progression through the action portions of the 
game, each character begins with a limited set of moves which can gradually be 
enhanced as the adventure unfolds. Battle points accumulated can be assigned to 


Game director Takashi Tokita elaborates. 
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The Bouncer’s trademark 
multi-character battles: 
not unlike a less-than- 
sober afternoon at The 
Frog and Strumpet. — 
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Progression through the game adds fight 
moves and combos to the characters’ 
repertoires, as well as the opportunity to 
improve attacking or defensive abilities. In 
this sequence, Sion demonstrates a range 
of basic moves on a posse of hapless 
Mikado security guards. The Al of the 
other two bouncers allows them to tackle 
opponents individually, or help if you're 
struggling, but as maintaining the health 
gauges of your colleagues is vital, the 
onus is on you to dictate the battles. Your 
task isn’t always just to defeat bad guys - 
finding an exit route is often enough. 








Tokita and Nomura with 
the game’s composers, 
Norika Matsueda and 
Takahiko Eguchi (far right] 





SQUARE PLANET 


We know about Final Fantasy X 
and XI, but here are more Square 
franchises we'd like to see on PS2. 
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PARASITE EVE 
FBI cutie Aya Brea takes on Resident 
Evil in the survival horror wars, using 
latent psychic energies to help mince 
those mutants, PS2 fame awaits. 








VAGRANT STORY 
Action-RPG thriller, in which Ashley 
Riot wreaks revenge on a medieval 
despot. This depth of adventuring 

surely deserves a PS2 sequel? 
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FRONT MISSION 
Speedy turn-based strategy gameplay, 
featuring giant mechs blasting the 
crap out of each other. You'd be a 
wanzer not to want this on PS2. 
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CHRONO CROSS 
This invigorating, time-travelling RPG 
was massive in Japan and the US, 
but never came to the UK. Time to 
rectify things on PS2. 


THE BOWING 







/A@ialogue’s an important part of the 
game, and early impressions suggest a 
leap forward in how voice acting’s used// 


defence abilities, power (or ‘attack’ abilities, 
or to extending the health gauge. All moves 
gained for a particular character can later be 
used in one of the multiplayer modes. 

Although the main adventure is strictly a single-player pursuit, there will be three 
versus modes for up to four players. Details of exactly how these multiplayer modes 
will work are currently scant, but Tokita reveals these will include a four-on-four last- 
man-standing battle as well as a two-on-two team fight. Arenas for the various 
multiplayer modes are unlocked by progressing through the single-player adventure. 
Additional characters for the versus modes can also be unlocked by playing the main 
game - the cast of colourful enemies displayed in these early screenshots suggests 
that multiplayer mode will be full of variety. 

Tokita estimates that to complete the single-player adventure once will take 
about eight hours. Naturally, subsequent plays will reveal different plot strands, 
depending on which character you choose at each juncture, and only extensive play 
with each of the three characters will allow you access to all the special moves. 


THEIR GOAL? ONLY WORLD DOMINATION 
The Bouncer should break new ground in many ways, including its use of speech and 
audio. Square believes this will be the first game to support full voice-over over CG 
animated footage. Dialogue is an important part of the game, and early impressions 
suggest a leap forward in how voice acting is used, compared to speech-heavy PSone 
games such as Resident Evil 3. The voice work is actually being completed in English 
first, by a company called Zero Limit, which did English voice-overs for acclaimed 
anime film Ghost In The Shell. Animation is then being modelled around the dialogue, 
making for a convincing synchrony. The Bouncer will ship on DVD with multiple 
language versions, allowing Square to release it in all territories at the same time. 

The game's opening sequence uses a typical cinematic ploy. Before we meet the 
three main characters fooling around on an average evening at the FATE Bar, we're 
given a brief, tantalising glimpse of the scope of the mission at the heart of the game. 
A television news programme reports on the misgivings concerning an impressive 
new ‘microwave satellite’ being launched into space. Despite backing from major 
international governments, no details have been forthcoming on how radiation from 
the satellite might affect Earth. The company behind the project? Aeronautical giants, 
the Mikado Group — the very same Mikado Group who despatch their special forces 
to Bar FATE to kidnap one of its favourite patrons, the cute but mysterious Dominique. 

The straightforward ‘rescue-the-princess’ motivation of The Bouncer has already 
been given wider context, although detail is deliberately vague. This mystery urges 
the player forward in search of clues, and allows the creators to shift the adventure 
from the doorstep of the FATE Bar, via a deserted subway station, to the towering 
headquarters of the Mikado Corporation, and - who knows? — beyond into space. 
Although Tokita-san claims he prefers quieter, more affecting films such as Taxi Driver 
to fantasy epics like Star Wars, he certainly knows how to stir a plot. He has worked 
closely with the composers of the game on a complex dramatic score which includes 
individual musical themes for each character. 

As with a number of recent PSone adventure games {the Resident Evil series 
and Square's own Parasite Eve 2, for example) the enemy is not an individual but a 
company. This suggests a political or moral edge to the game, but Tokita is not 
convinced. “We just needed a large organisation for our characters to infiltrate. | 
suppose the fact that this organisation needed to make money or have power was 
important,” he explains, hinting at the satellite cover-up plot. “You can take what you 
want from that. But Square is a large corporation, so | shouldn't say much more!” He 
laughs, but given its recent sales record, perhaps Square's bid for world domination 
will happen sooner rather than later. 

The Bouncer should be released in March 2001, months before Final Fantasy X. 
“Square has not yet released its flagship PS2 title,” notes Tokita, with typical humility. 
“Having the chance to take the initiative before such a game is a worthwhile 
challenge.” The Bouncer's remit — to fuse two distinct gaming genres in a cinematic 
setting - is hugely ambitious. Yet everything points to a classic. One of the biggest 
game companies in the world is not yet at the PS2 party, but come spring, the velvet 
rope will be held aside. Square's name is down, and it's most definitely coming in. 

















Square's The Bouncer is due for a March 2001 release. 
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Daron Stinnett, 
Starfighter project 
leader and our 
chief guide to the 
game’s hardware. 






Meet Reddy. 
He’s a Toydarian, 
like Watto (but 
he’s not such 

a stereotype...) 
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Just a few of 

the 20 ships and 
countless landcraft 
you get to ‘drive’. 


The first thing you notice is the fog, Not smog, like that in 
the City of Angels, 344 miles south on Route 101, but 100% 
genuine fog. An idiosyncratic by-product of San Francisco's 
unique oceanside geography, white mist billows up from 
below the Golden Gate Bridge and clouds your view of both 
road ahead and city behind. As the haze gradually clears, 
San Quentin Prison looms on the right, while commuters cruise at a steady 
55 on the same highways Steve McQueen hammered down in Bullitt 
It's an evocative but hardly accurate introduction to Marin County, the 
picturesque and affluent setting that is home to the San Rafael-based 
developer of such point-and-click adventures as Sam & Max Hit the Road, 
Day of the Tentacle and The Secret of Monkey Island. Not heard of them? 
Okay, they also make the odd game based on a movie franchise. You know. 
The one with ‘Wars’ at the end. 


LUCASARTS PAST 


Some backstory then. LucasArts was formed in 1982, developing such early 
PC games as Koronis Rift, Ballblazer and Rescue On Fractalus for other 
publishers. However, in-house publishing swiftly followed, with such titles as 
Maniac Mansion and, in 1989, its first movie-based game, Indiana Jones and 
The Last Crusade. It wasn't until 1992 that LucasArts played its trump card 
and started a videogaming snowball rolling that has culminated in the reason 
why we've travelled over 5,000 miles to Marin County. The name of the game 
was Star Wars, developed in collaboration with JVC Musical Industries for the 
Nintendo Entertainment System, and it started something that’s about to 
begin anew on PlayStation 2 this winter. 

Revealed for PS2 during May's E3 videogaming expo, Star Wars: 
Starfighter is a flight game aiming to build on the success of LucasArts’ 
estimable heritage in that genre on the PC. Flight sims such as X-Wing 
(1993's best-selling PC game] and TIE Fighter (X-Wing for Sith disciples) have 
thrilled tech buffs who want to tweak every detail of their spaceship’s 
hyperdrive, while 1998's Star Wars: Rogue Squadron gave N64 owners 





adventure game depth to compliment the space combat carnage. With 
Starfighter, LucasArts hopes to combine the appeal of both these sub-genres 
into one game that retains the complexity of X-Wing, but adds the narrative 
thrust of Rogue Squadron. 

‘The game has been in development for over two years,” begins Daron 
Stinnett, Starfighter’s project leader since its original name of ‘Project Europa’. 
“It started out more of a sim-based, X-Wing type thing. Then, when we got 
into the game, it moved more towards the Rogue Squadron style, which 
was very well received by people here. We already had the depth of X-Wing, 
combined with the dramatic environments PlayStation 2 makes possible. 
Now, by adding the Rogue Squadron adventure component, the game 
became more interesting. Instead of the 50 military-style missions of X-Wing, 
we could chop it down to 20, but add more depth to each one. Other things 
changed too. In order to support Starfighter’s original X-Wing/military theme, 
we had a whole pirate war side story that was supposed to be happening off 
screen. But Skywalker Ranch wasn't happy with this pirate stuff brewing, and 
they were right. In the end we chopped the whole thing out out.” 

You can understand the concern at Skywalker Ranch (home of parent 
company Lucasfilm — see Back At The Ranch) when you take on board the 
fact that Starfighter is set during Episode |, current centre of all Lucasfilm’s 
attention. The story chronicles the adventures of three mismatched pilots - 
rookie flyer Rhys Dallows, gun-for-hire Vana Sage and rogue pirate Nym. You 
take control of this trio of unlikely allies as they work together to take on the 
Trade Federation, which has invaded Naboo [see The Story So Far... for 
details). That’s where Starfighter intersects with the Episode | story line - 
and where it leaves it. Before coming back to it. And leaving it and... 

“You'll hear and see stuff from Episode |,” explains Reeve Thompson, 
Starfighter production manager and alumni of the PSone's Jedi Power 
Battles and Star Wars: Racer for the Dreamcast and Mac. “For example, the 
detention camps where they sent all the Naboo people? You never actually 
saw those in The Phantom Menace. Well, we have a raid on one of those 
camps — you have to escort three rescue boats sent to pick up the prisoners. 





There'll be lots of stuff where you'll say, ‘Right, | know how that fits in with the 
story’ It’s kind of this parallel thing the whole time. It's not until the very end 
that it’s directly related to Episode 1.” 

“We were the first LucasArts project to use a story built around Episode |,” 
continues Stinnett, a man used to working on the parallel story lines of that 
seminal Star Wars spin-off, the PC shoot-em-up Dark Forces. “It's always 
great fun when you get to go and make new canon. Wherever we found 
inspiration in the film that we thought might lead onto another mission, we 
hooked it in. But the fact that we didn’t have to stick to the events of the 
movie gave us plenty of freedom. In fact, the game started off very removed 
from it — we focused on the new characters and vehicles we'd created. Then, 
over time, we found ways to start bringing the game and the film closer - 
together. That's cool, as we got to fill in some of the backstory on the movie. | 
feel very fortunate that we could do that, as apart from the space battle at 
the end, there wasn't a lot in Episode | that fitted our criteria.” 


LUCASARTS PRESENT 


LucasArts’ decision to move its PlayStation 2 Star Wars titles away from direct 
movie licences, and into more original areas, is a good one. After all, it's 
exactly what the popular PC titles did back in the Nineties, to great effect. 
Since then, Rebel Assault, Dark Forces and Force Commander have become 
franchises in their own rights. In the same way, Starfighter harks back to 
LucasArts’ roots by applying original ideas to George Lucas’ cinematic visions, 
rather than simply retreading a film. After all, Starfighter has to justify its 
existence as a game first, and as a Star Wars spin-off second, or it'll end up 
alongside the dusty rows of Jar Jar Binks backpacks at Clinton Cards. That 
means good characters, plot, and scenarios — not a watered down Episode |. 
“Everything that happens in Starfighter has sound gameplay thinking 
behind it,” says Stinnett, emphatically. “Look at all of our X-Wing and TIE 
Fighter games, and a lot of other flight sims out there. You're in the military 
and you get a briefing handed down to you, usually with gobs of text and 
diagrams. Then you go and do your mission, and go back for another 
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“Once upon a time...” 
Starfighter’s Reeve 
Thompson gets ready to 
tell us a story. 







“The Starfighter story follows 
three different pilots. It begins 
with Rhys Dallows, who's a 
Naboo fighter pilot In training. 
You follow him for a couple 

of missions, and then some of 
the precursor stuff that occurs 
before the blockade of Naboo 
in Episode | happens. 
Mercenaries come in to 
attack Queen Amidala, 

and Rhys’s ship ends up 
damaged. He's knocked 
unconscious and his ship is 
flung off into space. 

“Rhys wakes up days later 
to find this creature called 
Reddy, who's a Toydarian just 
like Watto in Episode |, trying 
to salvage his ship — without 
realising Rhys is still alive. 
Reddy suggests they go and 
see his friend Vana Sage to fix 
up the fighter. 
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ist like in 
the movies, 
Starfighter is 


storyboarded to 
the nth degree. 








THE STORY SO FRR... 


What's Star Wars: Starfighter all about, and how does it fit in with Episode ? 
Reeve Thompson takes us through the back story. 





“Vana used to be a Naboo 
pilot, but she’s since gone off 
to be a gun-for-hire. We then 
follow her for a couple of 
missions where Vana does 
some training stuff - test 
flights for the Trade Federation 
In one of the new ships 
they've been building. After 
she’s done these tests, the 
Federation decide they don't 
want her to leave with the 
information, so they decide to 
kill her. She narrowly escapes 
after discovering a mysterious 
factory the Federation has 
been working on. 

“Vana then goes back to 
her base and runs into Nym, 
who's the third character you 
get to play, It turns out that 
previous to the Starfighter 
story, Vana imprisoned Nym 
and stole his ship. Nym’s 





pirate buddies got him out of 
jail and now he's come back 
for revenge and his ship. 
‘They then have a 
confrontation, and Nym ends 
up locking Vana in a locker, 
gets his ship back and goes 
back to his base - which is 
promptly invaded by the Trade 
Federation. Nym's base is 
destroyed, a lot of his men die 
and he's left homeless. That's 
the opening act, because all 
three are attacked by, or have 
a bone to pick with, the Trade 
Federation. They're all in these 
tight spots, Naboo is now 
blocked off, Nym’s base is 
destroyed, and so the three 
of them have to get together. 
Naturally, they decide to a} 
liberate the people of Naboo 
and b) really stick it to the 
Trade Federation...” 
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As you close in 
on the Trade 
Federation ship, 
the detailing is 
incredible. You're 
going inside this! 


briefing. It just goes back and forth that way. | wanted to break that. You're 
now playing as a certain character, you're flying their ship, you're taking over 
their body... That means we can drive the in-game goals of that character, 
rather than just having this command figure giving orders from on high. 
Before Starfighter ever became a PS2 project, the idea was to do something 
interesting in the Star Wars universe. When | worked on Dark Forces, we did 
the same thing — we created our own characters, our own universe.” 

“George Lucas is great at making these universes crammed with tons of 
things,” continues Thompson. “We revel in that fact that we can go to these 
crazy lava planets. We also had a lot of fun directly playing with the story of 
Episode |. It hasn't been something where we've just shoehorned in Episode | 
ideas. We can look at events like the blockade of Naboo, but treat them very 
differently. There is one story the movie chose to tell, but there are obviously 
lots of different characters who it would have touched.” 

Some facts then. Starfighter comprises 14 levels, which take place on a 
broad variety of different planets, terrains and locations. Levels happen in 
space, over deserts, through waterfalls, on lava planets and even inside huge 
and beautifully-detailed Trade Federation ships. Even at this early stage, the 

*,,... attention to detail is amazing, with space debris flying past your cockpit and 
a3 desert level where you can see and fly to distant horizons. 

Though not included in the version we played, 20 beautifully-rendered 
starships will be available - expect to fly nippy Naboo N-1 starfighters, the 
galth-enabled Guardian ship, Nym's Havoc gunship, plus such vehicles from 
pisode | as the Trade Federation's Lander craft. (‘You're in the turret of the 
Lander, so you can do some B-17 Squadron-style action,” laughs Stinnett) 
Don't expect ships with a GT3-style reflective shine, though. This is Star Wars. 

‘The big difference in our approach to Starfighter is that, unlike lot of 
other PS2 games out there, we never intended to make a tech demo,” says 
Thompson as Stinnett fires up the PS2 dev kit for us. “Okay, we can make a 
lot of shiny ships, we can do cool particle effects blah, blah, blah. But we 
said, ‘We want to make a flight game, we want to set it in the Star Wars 
universe, we want this story — now how do we utilise the power of the 
PlayStation 2?’ Star Wars has this great thing of being hi-tech but looking 
really beat up — that’s what makes Star Wars unique. 

“So instead of making the ships super shiny like a Gran Turismo car, 
we've used a multiple rendering path so we have both reflections and 


//There’s a long history of flight games out of 
LucasArts, and we want to make something worthy 
of a unique place in that history// 



















084 —T =. 


scratches all over a ship's hull. Certain parts of the ships have the metal 
exposed under the paint, and these parts reflect more there than other 
places. Even the chrome on the front of the Naboo Starfighter is scuffed, so 
some areas are shiny while others look beat up a little. Everything we're doing 
technically is driven by the story and this world we want to create. The story 
drives it rather than the other way around — we're using the technology for a 
genuine purpose.” 

Stinnett puts down his Dual Shock and takes up the baton. “George sets 
an example in this area. Even though he's got all this cool technology at his 
disposal, he's always said it’s there to support the story. He was the first to go 
out there in the original Star Wars and make it dirty, not shiny, so it looked 
like a real place. | appreciate that approach and LucasArts does too.” 

Stinnett loads up several levels of Starfighter and proves his point — dirt 
falls off the guns as they strafe a Trade Federation ship, and as paint chips 
away, reflections increase in intensity. It’s impressive stuff — and, admittedly, 
easier to see given Starfighter’s current spluttering frame rate — but once the 
game is optimised for speed, it should play as good as it looks. As Stinnett 
pilots a ship through a night canyon level that has to be seen to be believed, 
can Starfighter really hope to reach the heights of X-Wing and TIE Fighter? 

‘There's a long history of flight games out of LucasArts, and we want to 
make something worthy of a unique place in that history," concludes 
Thompson. “A game that captures the same excitement and takes the best 
elements from previous games and combines it all in one. When going 
forward, | tend to look back at what we've done and figure out how to push 
that envelope.” 


LUCASARTS FUTURE 


“Now I've read the script and now | know what the story is, we're in a very 
good position to move ahead with two or three concepts.” 

It's the day after our exclusive look at Starfighter, and the man sat 
opposite is telling us he's read the script for Star Wars: Episode II. Buried 
inside Simon Jeffrey's head is information Jedi fans would quite possibly kill 
for - a scenario we wisely refuse to consider, given the infamous offshore 
prison just a few miles south of LucasArts. The reason Jeffrey has reaped 
such a mental treasure trove is that he's President of the company, stepping 
up to the role ten months back after working for there for over two and a 
half years. He also knows a lot about PlayStation 2. 

‘We first started looking at PlayStation 2 about 16-18 months ago,” 
explains Jeffrey. “We knew that PS2 was going to be a pretty hard machine to 
develop for, and that’s absolutely been the case. We approached it with a 
taskforce approach in mind, rather than project-by-project. This meant we 





Concept artist: 
work on the 
storyboards 
months before 
a mouse is 
ever held. 


BACK AT THE RANCH 


While getting the low-down on Starfighter, we got to pay a visit to the legendary 
Skywalker Ranch — home to Mr Lucas and creative epicentre of his empire... 


The idea of Skywalker Ranch came from 
Lucas’ and Francis Ford Coppola's hippy 
dreams of ‘a big home where filmmakers 
could work and create together’: 


C After the success of Star Wars, Lucas 
bought the 1,700 acre Bulltani Ranch. Based 
in Nicasio, California, it was originally used 
for grazing dairy cattle. In fact, the road that 
the ranch directly fronts onto is Lucas Valley 
Road — named not after the director, but a 
dairy farmer. 


C1) Two adjoining sites were bought, creating 
the 4,700 acre Skywalker Ranch. All the 
buildings, their style, decorations and even 
door knob placement have been directly 
ordered by Lucas. Despite all this land, zoning 
laws mean that only five percent of it can be 
built on. 


C) 250 staff currently work at Skywalker 
Ranch. The central focus is the Victorian-style 
house, which George stays in whén he's in 
town. Tiffany lamps and Rockwell paintings 
decorate the recycled redwood walls, while 
glass cabinets hold such collector's items as 
Luke Skywalker's light sabre, Indiana Jones's 
fedora, Boba Fett’s helmet, Rudolph Valentino's 
whip, a signed photo of the Mata Hari and 
other cool ephemera. 


() The Ranch's main buildings were finished in 
1985. The foundations were laid in 1981 and 
include a time capsule, which contains Star 
Wars memorabilia - plus the original letter 
from Lucas’ attorney Tom Pollock, confirming 
that Star Wars had been green-lighted. 


C Features include a climate-controlled 
solarium, outside power-points, a dining room 
serving organic vegetables grown on the 
Ranch and a huge library, covered by a 


Like, how big? 
Expect to see 
these huge craft 
spewing Battle 
Droids this winter. 


stained-glass dome and containing over 
15,000 volumes, used for research by 
LucasArts and Lucasfilm employees. The 
audio/visual collection in the conference 
room includes every LucasArts game, every 
Star Wars soundtrack (including the Bon Jovi 
Christmas one), plus albums by everyone from 
Jimmy Cliff and John Coltrane to Bob Dylan 
and The Band. Oh, and Men At Work. 


C Not only does the Ranch have it’s own fire 
brigade, it also has a softball league. Teams 
include The Fightin’ Coelacanths (an ancient 
fish long thought to be extinct, then found off 
the coast of Madagascar), The Darth Maulers 
and Where's My Pants? Yes, really. 


C) The Tech Building houses Skywalker 
Sound facilities (used in both films, and 

by bands such as The Rolling Stones}, and 
studios for post-production work. Built in 
the style of a winery, five acres of vineyards 
surround it. Grapes are grown for Pinot, 
Merlot and Chardonnay wines. The grapes 
are then harvested and taken to Francis Ford 
Coppola's winery, Niebaum-Coppola, for 
processing. The wine is then bottled and 
labelled Cielo Caminante (Skywalker in 
Italian). No, we didn’t get any. 


CJ We did, however, get t-shirts, mugs, caps, 
calendars, and too much other stuff from the 
gift shop — the only place where you can buy 
Skywalker Ranch-branded goods. 


C Finally, the man-made lake is called Lake 
Ewok. Ewoks don't live there, but wild turkeys 
and deer roam freely around. Having eaten the 
ewoks. Maybe. 


Thanks to LucasArts’ resident Brit wannabe 
Tom Sarris, and Charles Champlin’s George 
Lucas: The Creative Impulse (Virgin, £19.99). 













RETURN OF THE JEDI 





It's not just PlayStation 2 flight sims, you know. Welcome to Super Bombad Racing, 
Obi-Wan, Star Wars: RPG and Star Wars: Online. 












Star Wars: Super Bombad Racing 


Move over Mario, here comes Maul (and Jar Jar). 


A full-on Mario Kart-style racer, the game includes 
eight Episode | characters (Darth Maul, Anakin, 
Yoda) with their own vehicles and special attacks. 
Each is superdeformed, and you can race head-to- 
head or in four-player split-screen. Bombad looks 
fun, not for the secret characters, 25+ weapons or 
the chance to race around Coruscant, but because 
this is the only Lucas game where you are officially 
allowed to beat up on Mr JJ Binks. 

Out: First quarter 2001. 

Anticipation rating: Smack that Binks! 7/10 


Star Wars: RPG 


Dungeons & Dragons? Sabres & Sith, more like. 


Announced by LucasArts and Bioware (Baldur's 
Gate), Star Wars: RPG is a single-player RPG set 
4,000 years before Episode |. It focuses on ancient 
struggles between the Jedi and the evil Sith. That 
means original characters plus a plot that will see 
the Jedi set up their mythic order. Bioware said it 
will use a version of the Neverwinter Nights engine 
for the game's 3D graphics. The interface needs 
work though. According to Jeffrey, “It's all about 
figuring out what can work.” 

Out: Development has begun. Maybe 20027 
Anticipation rating: Bioware? Ace! 9/10 
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Star Wars: Obi-Wan 


Dark Forces meets Quake on Naboo. 


Obi-Wan is an unofficial continuation of the Dark 
Forces series. Instead of controlling a Jedi, you 
play as Obi-Wan. The game includes events from 
Episode |, but follows a path parallel to the movie. 
Nothing's planned yet for PS2, but LucasArts 
President Simon Jeffrey revealed, “It’s still very 
much a PC skew, but we want to do a PS2 version. 
We've done some R&D on it, and we should be in 
a position to release it early next year.” 

Out: Could be “early next year.” 

Anticipation rating: PC previews rocked. 8/10 





Star Wars: Online 


Plug in that modem, boy. It’s going to get rocky. 


In March, LucasArts announced it would partner 
with Sony Online Entertainment and Verant to 
create the “first multiplayer Star Wars online RPG.” 
Thousands of gamers will be able to play combat 
and mission-based quests in the Star Wars 
universe at Sony's Station site (www:station. 
sony.com). Will it come to PS2? Jeffrey doubts it, 
but we disagree. After all, Verant has announced a 
PS2 version of its successful online EverQuest 
(pictured) that over 120,000 people play every day. 
Out: Late 2001 has been mooted. 

Anticipation rating: Fire up that PS2! 10/10 















James Zhang joined 
LucasArts as an 
intern. He’s now 
designing ships for 
Starfighter. Result 
or what? 






could work out what technologies to use in order to move code over from PC 


to PS2. Then that could be optimised, and the rendering could begin. This 
enabled us to see what would work from an early stage, rather than going 
hardware native from the get-go.” 

It's a clever move from an obviously clever man. According to Jeffrey, 
such decisions give LucasArts, “an advantage for our next wave of games.” 
His example being the anti-aliasing problem currently facing developers. ‘The 
work we did when we first got dev kits meant that we could get code up and 
running early on. That meant we were able to crack the anti-aliasing problem 
before people even knew it was a issue.” 

But more important problems lie ahead for LucasArts. While its quality 
reputation is still intact on PC, weak Episode | games on PSone have left it 
tarnished in consoleland. It's an issue that Jeffrey is more than aware of. 

“Absolutely,” he admits. “We won't be doing as many games based on 
Episode II, maybe a couple. Starfighter is a good example in where our future 
lies. | think we've learnt quite a bit from what happened last year with 
Episode I. If you look at some of the games that were released around that 
film, you could accuse them as being part of a licensing machine, rather 
than games built as games. We also discovered people like Star Wars gaming 
because it expands the universe, does stuff outside the movie and creates 
new locales, new characters, new stories, new vehicles. While Starfighter is 
set in the same time frame as Episode |, we're looking to expand the 
universe the movie introduced, and tell new stories. We think we can do that 
well, and we absolutely want to build Starfighter into a franchise.” 

Given the man's public passion for adventure gaming and Star Wars, 
the idea that LucasArts could be considered a mere licensee rankles with 
Jeffrey. He reveals the plans afoot to move LucasArts on, with Starfighter only 
the first step. “In general, what we're striving to do is reinvent ourselves,” he 
explains. “LucasArts became a well-known, well-established brand based a 
small quantity of extremely high-quality games that hit some kind of chord 
within the marketplace. What we're looking to do is be what we used to be - 
rather than a company that puts ten games out a year, we'll be a company 
that puts out five to six, of which maybe half will be Star Wars and half will 
be original. Certainly a lot of our in-house development is focussed on 
original games, some of which will be familiar to people who played our 
games in the late Eighties and early Nineties. 


“We have an opportunity to be original, daring and creative where a lot 
of software houses don't, because it’s a time where everyone is focussed on 
safety, everyone is focussed on building franchises and licences. It’s ironic we 
say that, because we have one of the world’s biggest intellectual properties to 
work with, but we very much see the future of our business as not purely 
based on Star Wars — we want LucasArts to be known as an original and 
creative company as well. It's a complete reinvention.” 

It’s a reinvention that tentatively includes online gaming (“Going forward, 
it's absolutely part of our business plan. There are still issues on the 
international markets about connectivity, and it’s an expensive business to be 
in. While we absolutely believe it's part of our future, we're just not saying it’s 
going to happen next year or even the one after’], PS2 continuations of old 
games (‘We're pretty much looking at everything we've got. We're always going 
to build ‘story’ games — not necessarily point-and-click adventures — but story 
games are very much a part of what LucasArts is”] and even the industry's 
latest buzzword, episodic gaming (‘I would say it could be part of our 
business. We would tread very carefully’). The real future however lies in that 
other gaming catchphrase, convergence — a business model LucasArts are 
understandably behind. 

“We probably work closer with our parent and sister companies now 
than we've ever done,” continues Jeffrey. “We have ongoing projects with 
Industrial Light And Magic, we work very closely with Skywalker Sound 
and, obviously, Lucasfilm is our parent. The companies very much see 
convergence as a way of sharing what we do and benefiting from that. We 
have high-quality technology companies outside our industry that we can 
benefit from, and likewise as their industries become more interested in the 
interactive arena, we can benefit them, too. They're extremely interested in 
what we do over here...” 

Which is where a certain Mr Lucas comes in. 

“He'd just met Ken Kuturagi,” laughs Jeffrey, as your correspondent 
reminds him of a George Lucas interview where, instead of promoting 
Episode |, Lucas raved about the possibilities of PS2. “Right now, George is 
wholly occupied with making Episode II. It will be that way for a while, but he 
has an extreme and intimate interest in what LucasArts does. | meet with 
him on an extremely regular basis, and he is Chairman of our company and 
our board — we report into him, and he wants to know what we're doing and 


In Starfighter, 
space looks 
suitably huge. 





//the man sat opposite is telling us he’s read the 
script for Star Wars: Episode IL Buried inside Simon 
Jeffrey’s head is information Jedi fans would kill for// 


to have input into it. And with regard to the Episode II games, George has an 
extreme interest in what happens there.” 

Finally, the magic words. Episode II. 

“It'll be different for Episode II, in that we're not going to do the game of 
the movie. We made that decision six months ago.” Jeffrey reveals. “We're 
much more interested in picking some aspect or character or situation from 
the movie and fleshing out a story a la Starfighter. Since we first started 
getting ideas of where Episode II's script and story were going, we started 
formulating ideas of about what games would work and what games 
wouldn't. We spent a lot of time at management and development sessions 
literally going through lists of games ideas, concepts and genres, checking 
stuff and crossing other stuff off” 

If that's the future for Star Wars, what's the distant future for LucasArts? 

“One of the nicest things about working at LucasArts is that we get to 
see snippets of what's happening elsewhere in the entertainment industry,” 
he concludes. “When | see the movie CG tech that Industrial Light and Magic 
are doing for the movies that'll be in cinemas two to three years from now, 
it's nothing short of stunning. It also gives us a visualisation of the games 
we'll be making a year or so after that. Same with Skywalker Sound and the 
sound techniques they're inventing continually. They're always a step ahead 
of us and it shows where we're going” 

After the disappointment of recent PSone titles, the future looks bright for 
LucasArts. Jeffrey's plans are both intelligent and infectious, and Starfighter 
could be the catalyst for an original Star Wars PS2 universe with the same 
values as its PC equivalent. New games are in development, Star Wars: 
Episode II hits theatres in 2002, and the company is planning to move its 
350 staff over the Golden Gate Bridge to the Letterman Digital Arts Center 
some time in 2003. The creative fog is clearing; the mini-Cloud City over San 
Rafael has gone. LucasArts is back doing genuinely creative games again. 
From here in Marin County, the view looks just fine. 0 


Her name? Vana. 

Her job? Gun-for- 
hire. Her mission? 
Mess with people. 
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3 At last, Pla Station 2 is upon us. Rarely 
has so m ch attention been lavished on 
a single black box - stylishly ribbed or 
not. f then, rarely has a videogames 


the most absorbing and exhilarating gaming 
experiences you've ever seen. It already runs DVD 
movies in Dolby 5.1 Digital Surround Sound with as 
much alacrity as most affordable dedicated DVD 
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it we're getting ahead of ourselves. Over the 
next 17 pages, we've got the games, the peripherals, 
the history, the tech specs... Please join us for the 
plete user's guide to PlayStation 2. Make no 
mistake: this machine is going to rock your world. 
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It's taken seven years for Sony to evolve from techno titan to gaming 
guru. Here’s how they did it (and the bloke who made it look nice]. 


PRE-1993 

In the late Eighties, 
while working with 
Nintendo to produce 
a CD-ROM drive for 
its Super Nintendo 
Entertainment System 
console, Sony decides 
to produce its own 
machine to run 
software from either 

a CD drive or SNES- 
style game cartridges. 
The Research and 
Development team Is 
headed by one Ken 
Kutaragi, the man who 
designed the audio 
chip for SNES. Just as 
this new ‘Play-Station’ 
Is named, Nintendo 
calls off the deal with 
Sony. After a brief 
flirtation with Sega, 
and an unsuccessful 
prototype, Sony 
rethinks. The cartridge 
port is dropped, and 
Sony promises that 
the ‘PS-X’ (working 
title} will have 3D 
graphics capabilities. 
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1993-1994 
Sony approaches 
third-party developers 
to ensure that its new 
console will have a 
surfeit of quality 
software. Sony Japan 
nabs Konami and 
Namco, while Europe 
pays a cool $48 
million for Psygnosis. 
This bold decision to 
encourage as much 
software as possible 
(in direct contrast to 
Nintendo's strict 
quality control) will 
prove to be key to 
Sony's success. The 
now hypthen-free 
PlayStation is 
launched in Japan on 
3 December 1994, 
priced ¥39,800 (£250). 
A European roll out, in 
September 1995, 
shifts over 50,000 
units in six weeks. 


1996-1998 


By August 1996, over 
72 million units have 
been sold worldwide. 
That figure Is doubled 
in a little over six 
months. By the end 

of '98 the number of 
PlayStations shipped 
has passed a 
staggering 50 million, 
with 389 million 
games sold. Sony's 
newcomer is eclipsing 
Sega's Saturn console, 
and even the more 
powerful Nintendo 64. 





y 
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1998 

Sega's Dreamcast, 
the first of the next 
generation consoles 
is launched in Japan, 
with an integrated 
modem for online 
gaming and 128 bit 
visuals. Yet with only 
four games available 
on day one, the DC 
lacks the all important 
software base that 
had been key to 
PlayStation’s success. 
Take up is slow. 


Sony shot for the stars and delivered a really 
sweet piece of kit. It even designed PS2 so 
cleverly so that if you buy two, they make 
perfect bookends... Dave Perry, President, Shiny Entertainment 
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MARCH 1999 
The ‘next generation 
PlayStation’ is 
announced in Tokyo 
by Kutaragi-san. He 
predicts that it will 
be “the future of 
home computer 
entertainment.” It will 
be three times as 
powerful as a 500MHz 
Pentium Ill, and 50 
times more powerful 
than the original 
PlayStation. It will 
also have an Emotion 
Engine™ processor 
and a separate 
Graphics System 
processor that will be 
able to push out up to 
75 million polygons a 
second. A next-gen 
Tekken demo wows 
the crowds, as does 
talk of more involving 
gameplay, backwards 
compatibility, the 
ability to play DVDs 
and a convergent 
future. Kutaragi is 
duly promoyed to 
President and CEO 

of Sony Computer 
Entertainment 
Incorporated (SCE). 


1999 

The PlayStation 2 is 
finally given a name 
and a launch date. It 
is a bold design 
statement with its mix 
of Zen psychology 
(representing Earth 
and space} and 
functional maturity. 
The games look 
fantastic; an early 
glimpse of Gran 
Turismo 3. suggests 
near photo-realistic 
in-game graphics are 
within reach. “We are 
on the threshold of 
a golden era of home 
entertainment that 
stretches the 
contemporary 
definition of 
videogames In the 
same way that the 
development of 
colour film techniques 
changed cinema 
forever,” says Phil 
Harrison, Senior 

Vice President of 
Development, SCEE. 


15 OCTOBER 
1999 

The Dreamcast is 
launched In the UK 
with an advertised 
six billion online 
opponents — who fail 
to materialise. This 

is partly due to the 
hopelessly weedy 
and underpowered 
33K modem offered - 
which doesn't actually 
appear until six 
months after the 
console hits the 
shelves anyway! 
Sony's five-year-old, 
32 bit PlayStation is 
still selling more than 
all its competitors 
put together. 








4 MARCH 
2000 

Massive queues greet 
the launch of the 
PlayStation 2 in 
Japan, with 980,000 
sold over the first 
weekend, Over a 
million games are 
shipped, and Japan's 
previously modest 
DVD movie market 
doubles overnight. 


8 JUNE 2000 
Sony announces that 
it is to produce a 
combined broadband 
modem and hard 
disk drive for the 
PlayStation 2. This 
confirms that 
Kutaragi's earlier 
prediction that the 
PS2 will be the “future 
of home computer 
entertainment” was 
far from waffle. A 
tomorrow filled with 
downloadable media 
(games, music, films} 
is assured. A second 
announcement tells 
of the relaunch of the 
PlayStation ~ with 
cute new portable 
dimensions - as the 
PSone. This is the first 
time that a company 
has promoted two 
generations of game 
console at the same 
time. (Not that PS2 is 
a ‘game console’, of 
course, The PS2's 
ability to run PSone 
games (‘backwards 
compatibility) means 
that the Sony family is 
linked by more than 
just a shared name. 


Due to unprecedented 
demand for the PS2 
in Japan the European 
launch date is pushed 
back to 24 November, 
just under a month 
behind its previous 
shared launch date 
with the USA. 
Stateside gamers will 
still get their PS2s on 
26 October. A price of 
£299 is announced 
for the UK, identical 
to that of the original 
PlayStation on Its 
launch in 1995. So 
much for inflation. 


13 
SEPTEMBER 


2000 

With the PS2’s hard 
disk drive in mind, 
Sony announces two 
new peripherals that 
will add further 
interactivity to the 
machine. The Cyber- 
shot digital camera 
will enable owners 

to download pictures 
onto the hard disk 
drive and the bizarrely 
named Popegg printer 
will let you print them 
out. The Cyber-shot 
also opens up the 
potential for players 
to put their own faces 
into future games, 
with Konami's ISS 
football franchise one 
of the first to sign up. 


28 
SEPTEMBER 
2000 

The final European 
launch game line-up 
is released with 
headline titles Tekken 
Tag Tournament and 
Ridge Racer V sharing 
the limelight with dark 
horses like SSX and 
TimeSplitters. There 
are 33 launch games 
in all, by far the 
largest day-one 
software line-up of 
any console ever. 

A lesson has been 
learnt from PSone's 
games-led success. 
Sony claims that by 
March 2001 there will 
be a further 64 
releases, and also 
points to a further 
200+ games already 
in development. 








24 
NOVEMBER 
2000 

The PS2 finally hits 
Europe, and between 
November and 
Christmas, 200,000 
lucky people will tear 
open their packages 
in delight. But that’s 
just the beginning... 


Q&A 


TEIYU GOTO 


A important fi: 





re in the development process, Goto-san is the designer who 


made PS2 look so stylish. Here he reveals where his inspiration came from... 


How long have you been at 
Sony, and what did you work on 
previously? 

| started in autumn 1998. Before 
PlayStation 2, | was involved in the 
design of the Vaio PC. 


You didn’t design the tech spec 
of the machine, just the way it 
looks. How did Sony guide you 
when you started work? 
Kutaragi-san told me right from 
the beginning that he wanted a 
completely unique design. We 

had sold a lot of PlayStations and 
needed to convince the people 
who bought the old version to buy 
the new one. It's been said before 
that the PS2 performs comparably 
to a very powerful computer, and 
management wanted people to be 
able to feel that from the design. 


What inspirations did you bring 
to the design on PS2 yourself? 

| feel that there are many 
wonderful elements in the new 
entertainment world created by 
PlayStation 2. | wanted to convey 
this feeling through the product's 
design. In the same sense that 
this new entertainment world is 
created from nothing, | imagined 
the black areas to be space, and 
the new world to be formed from 
it. The idea of life and birth here 
on earth is represented in the 
gradations of blue, because | 
imagined life being born from the 
oceans. The difference between 
the first PlayStation and the PS2 is 
that the first PS was designed as a 
tough machine that could be used 


safely for a long time by people 

of all age groups. Just as there is 

a huge conceptual difference 
between simply making a new 
videogame machine and creating 
a new entertainment world, there 
is a big difference in the designs of 
the two units. 


What is your favourite feature of 
the PS2’s design? 

The fact that we were able to 
incorporate a tray loading 
mechanism, allowing the user to 
stand the unit on its side. People 
don't want to have to think about 
where to put the machine when 
they want to enjoy a new game, 
and might wish to stick it, for 
example, next to the TV or on a 
desk. Our design has allowed them 
to do that. 


Any ideas for PlayStation 3? 
That's a tough one. Before you can 
say where the design will go from 
here, you have to guess where 
PlayStation 2 will go, which is an 
interesting as well as difficult 
question. You always have to 
produce something new. | think 
the next generation will see an 
even more drastic change than the 
last. Building a new entertainment 
world, one that brings together 
and fuses many different elements, 
is a situation that will lead to the 
creation of the ultra new. I'm really 
looking forward to it. SR 














See next issue for our full interview 
with SCEI's Goto and Kuturagi-san 
on how PS2 was created. 
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When we first heard of the Emotion Engine, we 
thought ‘what the f***’? But apes oe with the 
machine for a year now, w ere Ty 


where Sony was comi 












1. MEMORY 2. JOYPAD 3. USB 4. i-LINK 5. THE 6. RESET 7. OPEN 8. 
CARD PORTS PORTS PORTS PORT CD/DVD BUTTONS BUTTON EXPANSION 
Essential for those Doing their best to The Universal Serial Sony call it the i-Link DRAWER The Reset button is Pretty self PORT 
occasions when you blend into the ribbed Bus, or USB interface, port or S400, Apple Dispensing with the located directly explanatory. The open If, having eagerly 
can't dedicate 150 facade of the PS2, has nothing to do Mac users call it low rent, pop-up CD above [or to the left button triggers the unpacked your 
consecutive hours these two ports are with public transport, Firewire, while tech- lid of the PSone, the if the machine is CD drawer to slide PS2, and with the 
to the latest in the identical to those but everything to do buffs refer to it with a new machine has a vertical) of the Open out with supreme distinctive scent 
Final Fantasy series, found on the original with connectivity fond sigh as the sliding drawer giving button and has two smoothness, but of polystyrene 
the PS2's new 8MB PlayStation, Plug in between your PS2 IEEE1394. You can it instantly enhanced functions. Press it that’s only half the and factory fresh 
Memory Cards those Dual Shocks and all manner of call it an extremely gravitas and, if you briefly and the PS2's story: press it again hardware clinging 
leaves you free you and you're away. function enhancing efficient way of like your machine on RAM will clear, and and the whole to the air, you're 
to strike a (relatively) peripherals. The USB transferring large the horizontal plane, the current disc will process goes into intrigued as to what 
healthy balance port is already the amounts of digital somewhere warm for reload. Pressing and reverse, accompanied the sizeable, flap- 
between indoor and industry standard for information (the kind the cat to sit. But the holding the button'll by a gently winking, concealed cavity to 
outdoor life. Bigger Macs and PCs so you you find in high desired position is to put it in powersave ice blue LED that the left of the cooling 
ones are planned, can feel secure that resolution images) to stand your PS2 on its mode. Reset’s LED glows once a disc is fan is, all will be 
as is Memory Stick Sony are not going and from your PS2. end, and with that in glows red when the loaded. Lovely. revealed soon, What 
data storage. out on an untested mind Sony has given power is on but no you are looking at Is 
limb here. the tray a small lip to _ disc Is inside, and the port for Sony's 
keep the disc steady. green at other times. planned hard disk 
drive/broadband 
modem. < 
oe 
a ) i 
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Much like the human body, the surface of the PS2 harbours 
all kinds of knobs, buttons and orifices. Here’s what they're for. 


DUAL SHOCK 2 


Reach out and touch someone... as hard as you like. 


Digital? Not any more. In the world of game controllers, analogue is now 
king. The original Dual Shock had analogue sticks but digital buttons. The 
Dual Shock 2 might look like its pale cousin but is now fully analogue, with 
buttons that can detect 256 degrees of pressure. Let us explain... 

Imagine you're playing a beat-'em-up. With a normal Dual Shock, a 
kick Is a kick however hard you're hammering the @ button. With the Dual 
Shock 2, the force of it is proportional to the pressure you exert. Gently tap 
the ® and your fighter will knee the opposition in the family jewels. Slam 
that button hard and he'll drop kick him into the middle of next week. 
Playing a football sim? A small stab of @ will produce a weak shot while a 
hard thump will produce a netbuster. 

The possibilities are endless. Whether minutely judging top spin in a 
tennis title or accelerating with finesse on Gran Turismo 3, the future is 
here - and its very sensitive. 
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9. A/V OUT 
Identical in all but 
shade to the PSone's, 
this thing connects 
your system to the 
outside world via the 
medium of cable, and 
so rescues your PS2 
from life as a flashy, 
lightly humming 
paperweight. In short, 
you connect your TV 


from here. 
sir 


10. COOLING 
FAN 


This sucks. No, really 
it does. The PS2 is a 
beefier console than 
its grey older brother 
and requires more 
energy to push out 
all those polygons, 
hence the need 

to keep it cool. 
Incidentally, the 


11. DIGITAL 
OUT 


This unprepossessing 
socket may look like 
a tiny cat-flap but is, 
in fact, an optical 
digital output. It 
enables those of you 
with the additional 
hardware to channel 
the PS2's supe 


12. POWER 
SWITCH 

In keeping with the 
PS2's overall air of 
sleek functionality, its 
predecessor's fun- 
sized on/off button 
has been replaced by 
a discreet switch 


WE ARE FAMILY 


Appearances can be deceiving. Come 24 November the PS2 you'll be buying will not be 
the same as overseas models. Here’s why should stick with your new PAL... 


Although identical on the surface to its 
brethren, the European launch PlayStation 2 
will have a number of differences compared 
to the Japanese and American models. 

For one, your UK model will not be able 
to play imported software made for the 
American and Japanese machines. This is 
a result of differing broadcast standards 
over the three territories. We have PAL, they 
have NTSC. In short, buy British. 

The second difference will be a sizeable 
port in the rear of US and European systems 


that will eventually accommodate a combined 


hard drive/broadband modem. Japanese 
models will have an external hard disk drive 
with the PS2’s distinctive styling. 


Thirdly, the PAL PS2 comes with the DVD 
driver software pre-installed — in a sentence, 
you can play DVD movies straight out of the 
box. Buyers in Japan have had to install theirs 
onto a memory card bundled with the system, 
which is fiddly, but was originally planned as a 
means of allowing upgrades as new 
technology emerged. In your machine the 
driver chip itself will be upgradable. 

And while we're on the subject, your PS2 
will only be able to play Region 2 and Region 
0 DVD discs. However, since R2 covers Europe, 
Japan, South Africa and the Middle East, 
those itching for a Dariush Mehrjooie triple 
bill will not be disappointed. Turn to page 98 
for all you need to know about PS2 and DVD. 





WHAT’S COMING TO ME? 


So you've bought one, got it home, but the PS2’s minimalist packaging is giving nothing 
fr 


away. What are you go! 


ing to find when the box is opened? 


PLAYSTATION 2 

If this is missing, do 
not fool yourself into 
thinking you'll ‘get 
round the problem 
somehow’. Complain 
to Mr or Mrs 
Shopkeeper. 


DUAL SHOCK 2 
CONTROLLER 
It’s sparkly black. It 
vibrates. It's very 
sensitive. 


MANUALS 
Easing you into life 
with the most 
powerful computer 
entertainment 
system on Earth. 


POWER CABLE 
Gives your PS2 the 
will to live. 


EURO AV/SCART 
CABLE 

This will connect 
your PS2 to any TV 
with a SCART 
socket. Turn the 
page for a festival of 
cable option info. 


DEMO DISC 
Proof that this really 
is the most powerful 
entertainment 
system on Earth. 


MINI MAG 

A small sample of 
this very magazine. 
You're welcome. 


SONY PLAYSTATION 2: TECHNICAL SPECIFICATIONS 





Beauty will only get you so far: what about those inner qualities? Pay attention, it’s the science bit... 


Dimensions CPU Vector Units DRAM Bus width Input/Output 
301mm{W) x 128 bit Emotion yuo and VU1 2560 bits Processor 
178mmI{H) x 78mm{D) — Engine™ Floating Point multiply Pixel configuration: CPU core 
(12" x 7" x 3") System clock bina RGB:Alpha:Z Buffer Current PlayStation 
Weight frequency (24:8:32) CPU 
divider x3 
2.1kg [4lbs 1002) 294.912 MHz Maximum polygon Clock frequency 
Media Cache memory fsoating posit rate 33.8MHz or 375MHz 
PlayStation 2 CD-ROM, _ Instructions: 16KB performance 75 million polygons (Selectable) 
DVD-ROM, PlayStation Data: 8KB + 16KB 6.2 GFLOPS per second Sub bus 
CD-ROM (Script) 3D CG geometric Sound 32 Bit 
transformation 
Formats supported Main memory SPU2 (Sound 
Audio CD, DVD-Video _Direct Rambus (Direct 6 million polygons Chip) + CPU Rie race Des 
per second 1EEE1394, Universal 
Interfaces RDRAM]) Garrkised kriace Number of voices Serial Bus (USB) 
Controller past x ; Memory size 32MB pda iB lusing are an ion communication 
Memory Card slot x Memory bus MPEG2 audio file compression Vi combined 
AV multi cable bandwidth system as used on broadband modem 
output x1 3.2GB per second Graphics CPU mini disc systems]: and hard disk drive. 
Optical digital qj Graphics synthesizer 48ch on SPU2 plus 
Details TBC 
output x1 Co-processor Click eentians definable, software 
USB Port (2) FPU (Floating Point saaaheedk programmable voices _ Disc device 
i-Link (IEEE1394) x1 Unit): Floating Point 147456 MHz 24 x speed CD-ROM 
hl Sampling frequency: 
Internal broadband multiply accumulator = DRAM bus bandwidth and 


modem/hard disk 
drive port x1 


x1, Floating Point 
divider x1 


48GB per second 


44.1 KHz or 48 KHz 
(selectable) 


4 x speed DVD-ROM 
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ad With the approaching “be pe network era, we are 
moving in a direction that will fundamentally reshape the 
relationship b between digital audio and video anainces, 

cor mpute ers and d the internet. Nobuyuki Idei, chairman and CEO, Sony 7 










Vertical and Horizontal 
Stands: there’s lovely. 





VERTICAL & HORIZONTAL STANDS 
Possibly not the most essential of purchases, but these 
stands are designed to give your PS2 extra stabillty and 
complete the blue/black aesthetic. In truth, since a 
horizontally placed PS2 has a marginally lower centre of 
gravity than a Persian rug, there's little practical need for 
that one. As for the vertical stand, well, the new machine 
is a lot sturdier than the PSone. Add to this the smart 
placement of the potentially topple-inducing joypad 
ports on the lower section of an upended PS2, and 
there’s little chance you'll need this snazzy stabilizer 
either. Still, it does look lovely. 


Hope you've still got some cash in the bank, as no PlayStation 2 completist should 
be forced to live without accessories like these. Time to dig deep, young gamer... 







A lovely AV (or 


8MB MEMORY CARD 
‘Composite’) Cable. 


Although you're free to use old PSone Memory Cards on 
your new black box, they'll only be useful if you're taking 
advantage of the PS2's backwards compatibility. PS2 
game saves, on the other hand, require the increased 
capacity of the 8MB memory card. Sony Is also paving 
the way for a future of secure and accountable game 
downloading by incorporating its patented MagicGate 
encryption software into the new cards. MagicGate is 
one half of a system that allows for secure ‘movement’ 
of data to and from Sony approved hardware whilst 
preventing illegal copying of the same data once it's on 
your hard disk drive. Put bluntly, MagicGate means that 
you'll be able to pay for and then download games, extra 
levels and so on, but you won't then be able to pass 
them around to all your mates. 


, A sexy AV (or ‘Composite’) Adaptor. 


MULTITAP A thrilling RFU Lead: If you own an old % n nay 1 ' A tasty RFU Lead. 
The new MultiTap is a tiny ribbed triumph of design, S-Video Cable. SCART socket. If this is th case, | 
looking for all the world like a diminutive PS2 but with RFU lead, which will conn ct to | 
just enough surface area for four controllers and their socket. Or buy a new TV. 
accompanying Memory Cards to hook up to it. Fork out 
for two, and the sofa cramped world of eight-player ( 
gaming can be yours. is to connect a lightgun 
lightguns come with the 
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MEMORY CARD 


MAGICGATE 


A giant 8MB 
Memory Card. 


HOW MUCH? 


If you want your sweaty hands on any of 
these extras, it’ll cost. Here’s exactly how 
much each one will set you back: 


Horizontal Stand: £9.99 

Vertical Stand: £9.95 (yes, 4p cheaper!) 
Replacement Euro AV Cable (SCART): £34.99 
AV (Composite) Adaptor: £14.99 

AV (Composite) Cable: £12.99 

S-Video Cable: £19.99 

RFU Cable: £14.99 

Memory Card (8MB): £27.49 

Dual Shock 2: £19.99 

MultiTap: £29.99 


POTENTIAL 
PERIPHERALS 


Extras which have just been confirmed, 
and will be heading your way soon. 


Thanks to the PS2’s socket-rich exterior, you 
will soon be able to attach a host of other 
peripherals. Initially Sony will lead the way 
with essential add-ons such as the GT Force 
steering wheel, developed jointly with Logitech, 
and due to launch alongside Gran Turismo 3. 
Infrared Dual Shock 2s, a DVD remote control, 
and Memory Stick adapters have also been 
conformed by Sony. But third-party companies 
are also keen to satisfy players’ needs for 
game-specific interfaces. For example, Ubi 
Soft’s Jungle Book Rhythm 'n’ Groove will 
come to the PS2 packaged with a dance pad 
created especially by French company 
Guillemot. Expect the shops to soon be 
besieged by a shoddy flood of non-official 
joypads, steering wheels, bizarre glove 
controllers and lots of other things that look 
like PSone peripherals with a ‘2’ on them. 





The Popegg printer... 


= pak a = 


Beyond the gorgeous gadgetry detailed opposite, there’s 
a world of exciting peripherals just a few months off... 


Sony's decision to furnish the PS2 
(e) with USB and i-Link ports is a very clear 

statement of intent. The successor to 

the PSone is no longer a mere console; 
it is a computer entertainment system, with future 
connectivity to a wealth of peripherals. It is through 
the USB ports that you'll connect a mouse {on the 
cards for Unreal Tournament and already released 
for edutainment title, Bikkuri] and a keyboard to 
ease your path through the zany world of the 
Internet. But what else is in the pipeline? 

Sony has already announced that it will be 
producing a USB printer specifically for the PS2. The 
Popegg, as it’s called in Japan, will be capable of 
printing postcard-sized images using compatible 
software, but that's only the beginning: hook up the 
new Cyber-shot range of PS2-compatible digital 
cameras to the other USB port, save your snaps to a 
PS2 Memory Card and then print them out. 

The i-Link, with its capacity to handle enormous 
quantities of data, will be the perfect connection 
point for digital camcorders. Software developers 
are already working on titles that will allow you to 
transfer your facial likeness onto in-game characters, 
and once the hard disk drive is available, before long 


you'll be editing your home videos on the PS2 in- 
between watching Gladiator and playing GT3. 

A hard disk drive is not usually a reason to get 
excited. It's the computer equivalent of a filing 
cabinet. Let's face facts, it's not even new technology. 
So, why should the news that the PS2 is going to 
have one be of interest to you? 

The answer lies in Sony's decision to call it’s new 
wonder box a ‘computer entertainment system’ 
rather than a games console. It may sound like 
semantic snobbery, but the thinking behind it is 
sound. The planned hard disk drive/broadband 
modem is going to consign the idea of a stand- 
alone games machine to history, giving PS2 owners 
the opportunity to play opponents online for the first 
time. And that's just the start. Given the likely 
capacity of the drive (10 gigabytes, probably: more], 
plus the ability of a digital, broadband modem to 
download staggering amounts of data with ease, it’s 
only a matter of time before you'll be able to fill that 
filing cabinet with downloaded films, albums and 
extra levels to give new life to old games. Remember, 
this is Sony we're talking about - a company with 
interests in the music, film and software industries. 
Convergence is built in from the start. 0 
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This is a new system with a massive range 
of software titles. PS2 has the capability to 
play more than 900 titles already available 
on PlayStation. Chris Deering, President, SCEE 




















cs 


computer Entertainment 


PlayStation. 


BASIC TWEAKS 


Without a disc in the machine, PS2 will pause at the Browser/System 
Configuration screen, allowing you to explore the various options on offer. 
First of all, you'll want to set the console’s internal clock to the correct 
time. Rumour suggests that a couple of games out there will actually use 
the clock to present a world which exists in parallel time with our own. 
You might also want to turn the widescreen mode on or off. 


th 


omponent Video Out 


MEMORY CARD 


The glowing Memory Card icon is your passage to a world of saved 
games and legendary high scores, When you enter, each game save Is 
represented by an animated icon, such as a Tekken fighter, or a pair of 
boxing gloves for Ready 2 Rumble: Round 2. You can then find out how 
much room is left on your new 8MB Memory Card, and copy or save files 
as you wish. 


PlayStation Driver 1.0€ 


Options 


DVD FUNCTION 


You may have noticed that PlayStation 2 plays DVDs. They appear as gold 
discs on your browser screen (whereas PS2 game discs appear as blue, 
PSone discs appear as black and audio CDs appear as silver}. The make- 
up of the DVD menu had yet to be confirmed at the time of going to 
press, but the Audio CD menu is very pleasant, with tracks appearing as 
rows of coloured cubes. Choose to play a particular track and the block 
spins in time to the music. Sweet. 
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START-UP 


The spangly, euphoric burst of sound which greets PlayStation gamers as the 
machine is booted still has the potential to excite, acting as a tantalising prelude 
to a wealth of gaming pleasures. Yet the PlayStation 2's start-up sequence makes 
the plain yellow diamond logo of its immediate forefather look very dated indeed. 
As PS2 is booted, coloured sparks fly from the centre of an electric blue nebula. 
Jaws drop as Sony's strange magic takes hold once again. 
















ADVANCED TWEAKS 


Moving through the menu, you can turn on the Digital Out port if you plan to 

connect your PS2 to a digital sound system for that full home cinema experience. 
You should then choose the output mode which corresponds with the connection 
you are using between the PS2 and your television. 


Copy. 





PSONE GAMES 
One of the great, underrated features of the PlayStation 2 is that it will play 
around 98% of the PSone games currently on the market, and most importantly 
the catalogue of greatness you've accumulated over the past five years. In some 
cases, PS2 will even spruce up these games for you. Visit the Version menu and 
enter the PlayStation or PSone Driver. Adjust the Texture Mapping option to 
‘smooth’ and watch those annoying rough edges disappear right before your very 
eyes. Try this on Resi or Metal Gear and you won't believe your eyes... 
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“And then I 
finally got my 
Super Licence in 


Gran Turismo. 
Yes, I did!” 


NEWS 
EXPRESS 


BARGAIN 
HUNTER 


Be better at games with 
VideoGamer. A new breed of 
games magazine. 


On Sale Now! 


vgm@futurenet.co.uk 





a 


j 
7 
a 
| 
‘eat 


PS2 gives gamesplayers a chance to watch great films 
from the past on DVD. They’ll demand better stories 

from the games they play and this will create a culture 

) eat videogames. Hideo Kojima, creator of Metal Gear Solid 2 y p 


On 


» 








WORDS: JAMIE SEFTON/LLUSTRATION: WILL BRRRAS/PHOTOGRAPHY: JAMES CHEADLE 


Not just a games console, you say? No sirl PlayStation 2 is also a fully-functional DVD player 
that can connect to a wide range of the state-of-the-art audio and video equipment. 





Above is a typical dream set-up for your 
PlayStation 2, just right for your living 
room. If you happen to have just won the 
lottery. Or maybe received a rather large 
cash payout from one of those ambulance-chasing 
Tv-advertised insurance things. Anyway. Of course, it's 
the games that truly matter, but the superb DVD 
features of PS2 give you another option. Now 

you can enjoy the nearest thing to that full Multiplex 
experience without having to endure all those noisy, 
popcorn-chomping children (and their mobile 
phones). To the immediate left we've got the 
essential components of a top-notch system. Then 
check out OPS2's three suggested Surround Sound 
price points, and enjoy our PS2 vs regular DVD player 
test on the opposite page. 
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1.TV 

PlayStation 2 can connect to TVs via an RFU, 
SCART or superior S-Video connection. A HDTV 
(High Definition Television) output option is also 
included — although the technology is still 
several years away. 


2. FRONT LEFT/RIGHT 
SPEAKERS 
Provide ambient stereo effects. 


Be 


Used mainly for dialogue, so actors can be 
heard clearly over the sound effects. 


4. 


Optional, but really worth it for the bone-rattling 
booms, rumbles and explosions it creates. 





Independent from the front speakers, providing 
additional ambient effects. 


6. SURROUND SOUND 
PROCESSOR 


Processes the Dolby Digital/DTS signals from the 
DVD and converts into six separate audio signals 
for the amp. Mid-price systems combine the 
processor and power amp into one unit. 


7. POWER AMP 

Provides the speakers with souped-up 
digital signals direct from the Surround 
Sound processor. 


8. PLAYSTATION 2 


Rather smashing home entertainment machine. 


Just when you thought it was 
© safe to settle down and watch 
| your entire beloved collection of 
Police Academy movies on 
video, you're going to have to buy them all 
again. Yep, DVDs are about to sweep aside 
clunky VHS cassettes in the same way 
that CDs superseded vinyl in the Eighties. 
Offering superb digital quality visuals and 
Surround Sound on a small five-inch 
disc, DVDs are the storage medium for the 
21st Century. 

It's handy that PlayStation 2 happily 
accepts these silver platters of pleasure, 
then. But can Sony's entertainment 
system deliver DVD movie playback on a 
par with stand-alone machines? To find 
out, OPS2 grabbed a PlayStation 2 and 
hooked it up to a range of state-of-the-art 
hi-fi and video equipment. 

The test system comprised of a Fujitsu 
plasma screen TV, Denon power amp/ 
processor, five Mission speakers and a 
subwoofer, totalling a tidy £7100. Using 
Point Break and The Matrix for reference 
(Keanu fans take note], OPS2 discovered 
that the PS2 picture quality was excellent 
— infinitely better than VHS — with only a 
slight fuzziness around the edges of 
foreground objects and minimal 
degradation of background detail. A £350 
dedicated DVD player had a more solidly 
defined picture and less stuttering 





rewind/fast forward functions, but overall 
the PS2 fared very well. 

However, the sound capabilities were 
simply unbelievable. Using an optical lead 
from the special digital output on the back 
of the PlayStation 2 plugged into a Dolby 
Digital/DTS decoder and amp, the 
machine produced clean, ear-bursting 
digital music, dialogue and effects, in pure 
Surround Sound. The Matrix had the PS2 
spraying bullets 360° around the room, 
with mini-explosions coming from every 
direction. The quality of the PS2’s movie 
soundtrack was indistinguishable from 
that of a top-of-the-range £1,500 DVD 
player. All this from a machine primarily 
designed for videogames. CD quality was 
also very good, especially as the music 
signal was kept in the digital domain via 
the optical cable. 

In conclusion, the PlayStation 2's DVD 
facilities are a great bonus, pummelling 
VHS into the ground and providing good 
enough quality to form the basis of a 
decent home cinema set-up. Sony has 
confirmed that a DVD remote control for 
the PS2 will soon be available, meaning 
you can finally relax, crack open a can, 
and laugh heartily at Steve Guttenberg 
and chums in pristine digital quality. 














Thanks to Richard and John at Radfords, 
Bath - 01225 446245 





A huge wall-hung plasma screen TV 
lets you view movies in widescreen. 





Speakers and flat cable can be tucked 
unobtrusively away in the far corners 
of your living room. 


Seven thousand pounds’ worth of test 
equipment (and Sefton) shows off the 
PlayStation 2’s excellent DVD playback. 


TOTAL IMMERSION 
VIDEOGAMING 


Sound is set to become an even more important 
element in PS2 gameplay. 


If you've enjoyed Surround Sound in a cinema, you'll 
know it's a movie buff's dream-come-true, with sounds 
whirling around the theatre in 3D. The PS2 also has the 
ability to include this feature in games. Akitaka Toyama, 
sound programmer for Tekken Tag Tournament, has 
already expressed excitement about introducing home 
cinema effects into the beat-'em-up series. Imagine a 
football game where you can hear songs and shouting 
emanating from different areas of the crowd, or a first- 
person shooter with growls and machine gun-fire 
echoing behind you. Sound is set to become a crucial 
element in future PS2 gameplay. 
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LAND OF THE 
RISING DVD 


How the PlayStation 2 launch has sent Japanese 
DVD sales through the roof. 


Since 4 March 2000 launch, the PlayStation 2 has sold 
in excess of three million units in Japan. This has had a 
dramatic effect on DVD disc sales in the country, 
boosting purchases and rentals by as much as 1,200% 
compared with the previous year. The launch has also 
led to a reduction in the prices of stand-alone DVD 
players by ¥20,000 (£125) and an increase in the core 
market of young, twenty-something movie buffs. 
Japanese DVD movie releases are often months behind 
the US, but sales still managed to surpass traditional 
VHS video for the first time this summer. The UK PS2 
launch is bound to have a similar effect on DVD movie 
sales, as an increasing number of PS2s are sold. 


GLOSSARY 


Jargon busting for DVD virgins. 


4:3 Standard television ratio, also commonly 
known as 1.33:1. 


16:9 Widescreen television ratio, also known 
as 1.85:1 or Anamorphic. 


Digital Versatile Disc 

A flexible medium that can store digital-quality 
films and music, as well as videogames and 
multimedia applications. Storage capacity is 
4.7GB for a single-sided, single-layer DVD 
(seven times more than CD}, allowing 
approximately two hours of digital video and 
up to eight tracks of digital audio. This can 
be increased to 8.5GB for a dual-layer, single- 
sided disc or 17GB for a dual-layer, double- 
sided disc. 


Easter Eggs Hidden surprises on DVD movie 
discs, which can include documentaries or 
deleted scenes. 


Layers DVDs can have two layers per side, 
meaning more information can be packed 
onto the discs. 


PlayStation 2 supports the following three 
Surround Sound formats: 


Dolby Digital 5.1 The most popular digital 
quality audio format, delivering signals for two 
stereo speakers, a front speaker, subwoofer 
and two rear speakers. 


Dolby Pro Logic An early audio process that 
only provides limited Surround Sound. 


DTS Digital Theatre Sound. A rival digital audio 


format to Dolby Digital supposedly offering 
superior sound quality. 
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time — some of the shots i in the fi Im took 48 
ocr to di-slgncil { it in yy 
me as you sit there. isso Lucas, creator of Star Wars 
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Director of Technology 
a 
London, but reports 
direct to Tokyo R&D. 
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The PlayStation 2 - not a 
games console, remember, 

but a ‘computer entertainment 
system’. How so? Well this 
incredible machine has the potential to 
become the centre of a complete home 
entertainment set-up, with videogaming at 
its heart. It can already play CDs and 
DVDs, but PS2 will soon be able to 
connect to the Internet, support online 
gaming, act as an editing suite for home 
movies and link-up to your mobile phone. 
These are all technologies which will 
irrevocably change the videogame 
landscape in the very near future. SCEE’s 
Paul Holman is in charge of nurturing new 
PS2 technology and providing support to 
games developers worldwide. Here he 
explains what it all means... 


© 


INTERNET COMPATIBILITY 

‘The PS2 could have easily been made 
Internet compatible out of the box, but we 
think the days of the narrowband Internet 
format are numbered. Basically, we're 
waiting for the opportunity to take 
advantage of broadband connections 
when you'll be able transfer data to the 
PlayStation 2 at much higher speeds. 
Current modems are limited to the speed 
of audio traffic on telephone lines - 56KB 
per second. Our definition of broadband is 
at least 2MB per second. With all-digital 
local servers, there'll be fixed times for 
delivering content and less ‘latency’.” 


BROADBAND 

“We should have our broadband network 
up and running by the middle of next 
year. The most widespread means of 
connection will be through CATV networks, 
which are in place in many UK homes 
already, but there will be a number of 
other options for connection to broadband 
— and now I'm talking about developments 
underway at companies other than Sony 
so | can't really elaborate - which will 
allow access to many more PS2 owners. 
The next step is ADSL, but other options 
will soon become available.” 


HARD DISK DRIVE 

‘The hard disk drive (HDD) and broadband 
modem - or Ethernet connector — will 
come in the same package, and will 


HOW IT WORKS: 
ONLINE GAMING 


PS2 connects to a modem, 





hopefully be available from next summer. 
It'll plug straight into the Ethernet port of 
CATV set-top boxes for broadband Internet 
access, It’s necessary to build the hard 
disk drive and Ethernet connector 
together, since the most important 
development for us is the ability to 
distribute content via the Internet. 

“Again, this is a development which 
should come to fruition sooner than first 
thought. You will actually be able to 
download a whole PlayStation 2 game to 
your HDD. It's basically a distribution tool, 
but the details of the implementation 
system haven't yet been decided. | can 
certainly see a situation whereby you 
could arrange to ‘rent’ a game for a short 
period — Internet distribution immediately 
gives more flexibility to the game-buying 
process. The memory capacity of the 
hard disk drive hasn't been confirmed yet, 
but | can assure you it will be big, As big 
as the hard discs on current, top-of-the- 
range PCs.” 


ONLINE GAMING 

“It's something | expect to happen 
naturally when the broadband modem 
and HDD are launched. Many third-party 
developers are already in possession of 
the technology we are using, and there 
are an increasing number of middleware 
creators working on the online gaming 
side of things. A lot of the companies 
currently developing or looking at 
developing online games for PS2 already 
have experience in creating online games 
for the PC, so we're not envisaging too 
many problems. We also hope that these 





developers will be able to create cross- 
platform games, allowing PS2 owners to 
play against PC owners online. 

“The first games will probably be the 
usual flying games, driving games and 
first-person shooters. | think the concept 
of persistent game worlds will become 
more popular, and certainly something 
like Everquest [a PC game developed by 
Verant, now owned by SCEA] could make 
good use of the HDD and Internet 
connection. The model of downloadable 
content will certainly make people think 
about developing games in an episodic 
format.” [See page 47 for details on the 
new Tomb Raider game] 


USB MODEMS 

“You will probably be able to buy a USB 
modem for PS2 in the UK around 
springtime next year. There won't be an 
official Sony USB modem, but there may 
be an arrangement such as existed with 
Namco's G-Con lightgun - for example, a 
USB modem may come packaged with a 
third-party PS2 game for online play at 
existing narrowband speeds.” 


DIGITAL CAMERAS 

‘This is one of the elements I'm most 
excited about. | would have thought that 
early next year you will see a PS2 software 
program which can store and manipulate 
digital images. Many people will want to 
print out images, and that’s where the 
Popegg printer comes in. With an Internet 
connection, you'll be able to mail your 
pictures to a central service for high 
quality printing. 


either narrowband as 
shown here, or broadband 
for greater bandwidth. You 
can then play against 
distant friends online. 
When the hard disk drive 
arrives, e-distribution of 
complete games will be 
possible. Downloadable 
content may eventually 
render DVDs obsolete. 


“There are already a group of 
developers working on incorporating 
digital face scans into their games.” [See 
page 68 for the latest on this from Japan] 


DIGITAL VIDEO CAMERAS 

“DV cameras will be able to connect via 
the i-Link port. Software will allow you to 
edit home movies on PS2 and email them 
to friends. In fact, PS2 will make for a 
particularly good home editing suite 
because the graphics chip is specifically 
designed to deal with fast-moving real- 
time images. 

“lve been playing with a system which 
allows a DV camera or Webcam device 
connected to PS2 to recognise the 
movements of a player. I'm hoping that 
developers may be able to experiment 
with game control in this way. One of my 
own dreams Is to create a less artificial 
method of interfacing with PS2.” 


MOBILE PHONES 

‘This is an area we're very interested in. 
You'll soon be seeing PocketStation-style 
games on mobile phones. PS2 developers 
will be able to include mini-games 
specifically for download to mobile 
phones, the aim being to better your 
statistics or exchange data with friends. 


You could send a high score to a central 


location and then receive a message if 
that score is bettered, encouraging you to 
pick up the game again. 

“| know one of the first major games 
to use this mobile phone format will be a 
football management game, and | can see 
that taking off in a big way...” 0 


HOW IT WORKS: 
DIGITAL VIDEO 
CAMERAS 

The digital video (DV) 
camera connects to PS2 
via the i-LInk port. Home 
movies can be stored on 
the hard disk drive and 
software will allow you to 
use PS2 as an editing 
suite. You can then email 
completed home movies 
to a friend. 
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GLOSSARY 


Jargon busting for 
broadband virgins. 


ADSL A technology for 
transmitting data at high 
bandwidth via existing 
telephone lines. Will soon 
be a competition to CATV 
services as far as digital 
content Is concerned. 


Broadband The 
technology for providing 
multiple channels of data 
through a single medium 
(CATV lines, for example). 


Ethernet A type of 
local area network {or 
LAN}, used to link 
digital devices. 


i-Link See page 95 for 
full details. 


KBps/MBps Kilobits 

or megabits per second, 
a measurement of 
bandwidth or data flow. 
There are 1,000 kilobits 
in a megabit. 


Latency Delay In data 
transmission. 


USB See page 95 for 
full details. 
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for yor 
be: Eye 


The PlayStation 2 offers us the ability to 


represent expressions and emotions, not 


just of humans, but of animals and even 


automobiles. Kazunori Yamauchi, creator of Gran Turismo 


me Easter, it really | kicks off... 


Hee anything that 


joves to thin red shreds. 


Dead | 
It may not have Tekken’ 's 
ut what it lacks 
longevity it makes up | 
io woe sheer bravado 


i Definitely another worth 
seeking out, SSX is the 
lushest looking bucket 

_of snow you're likely to 
encounter. Get closer 
to the slopes than ever 


before, then take part 


in races and outrageous 


_ stunt challenges over 


eight amazing courses. 
Beautifully rendered and 
animated to the point of 


_ inducing tears. Cracking. 


Fighter EX3 
The oldest and best 
known fighting series 
makes its PS2 debut at 
Christmas, just in time to 
shove Tekken aside for 


five minutes. Said to be 


when lo sites nt 
alternative to Tekken. 


JANUARY 2001 


superbike racing ~ and 
does it superbly. Namco 
takes the lead, and looks 
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less accomplished than 


Tekken or DOA2, but 


‘Street Fighter EX3 does 

feature new characters 

and hundreds of moves. 
should have an 


" absolute field day. 


Armoured Core 2 
Originally intended for 

a launch release, this 
mechanoid beast has 
been delayed. Why? 
Because Crave reckoned 
it wasn't quite perfect 
enough. By January, the 
strategic shoot-em-up 
that has set Japan and 
America alight should be 
just this side of heavenly. 
Keep a close eye on this: 


- it could be huge. 


Replag 


GRAN TURISMO 3 scce 


Realism/Motors/Sequel/Rally/Skids 


Polyphony Digital’s breakneck classic makes its triumphant return in the game 
insiders are already heralding as the definitive racing sim. Reintroducing the 150 
or so dream machines available in the original Gran Turismo, GT3 (or GT2000, as 
it was originally to have been known), is easily the best-looking driving game ever 
seen on a home system. Heat shimmer on the scorched roads, sunlight passing 
through the windows of the cars, plus lovely texture-mapped tracks that smudge 
that fine line between what's real and what ain't make the thing look great, while 
vastly increased attention to the Al means it should play better than ever too. 
Combine these elements with new car physics and silky analogue control, and 
the next GT looks close to a work of art. See pages 18 and 64 for more. 


Best bit: Those wonderful TV quality replays. 
Estimated time of arrival: March 2001 


The 33 launch games are just hors d'oeuvres. Here's a taste 
of the tantalising main dishes due to be served up in 2001. 


THE BOUNCER souare 
Muscles/Explosions/Kidnap/Gangs/Stringfellows 
If you like your games laced with gang warfare, 
kidnap attempts and bar fights, this should prove 
ideal. The story revolves around the efforts of three 
bouncers to rescue a sexy girlie clubber from a 
gang of slavering, badly-dressed old pervs...or are 
they? Mysteries abound, as do highly destructible 
environments, Matrix-style replays and a fantastic 
array of fighting styles. We should be looking at a 
massive success here. Check out page 74 for more. 
Best bit: Those incredible fight sequences. 

ETA: March 2001 


METAL GEAR SOLID 2: SONS OF LIBERTY 


KONAMI 


Best bit: All of it. 
ETA: Summer 2001 


RED FACTION ro 
Mars/Mining/Maiming/Rebellion/Arnie 

Think Tota! Recall but in first-person, and minus the 
pantomime acting from that bloke who played the 
bad guy in RoboCop. There's a rebellion brewing 

on the red planet, miners are dying from seriously 
infectious boils, and the Ultor corporation in charge 
of the of whole shebang is keeping mysteriously 
quiet as its coffers continue to swell. If you can stay 
alive long enough in this sumptuous looking FPS 


then you're sure to get to the bottom of the mystery. 


Best bit: The destructible scenery. 
ETA: March 2001 


Stealth/Weaponry/Plot/War/Mullet 

Perhaps the most eagerly anticipated game on any console ever, 
and with good reason —MGS 2 promises to be one of the most 
playable games ever made. With the return of Solid Snake, a twisty 
Cold War plot and Kojima again at the helm, every PS2 owner 
should be salivating at its very mention. We begin with Snake 
boarding a massive warship, its cargo a certain Metal Gear Ray - 
the ultimate killing robo-warrior, designed to obliterate the hundreds 
of copycat Metal Gears currently causing havoc across the globe. 
But, inevitably, Ray quickly falls into the wrong hands... 


COMMANDOS 2 
EIDOS 
War/Strategy/Control/ 
Death/Sneaking 

PC smash makes it’s console 
debut on PS2. You guide a 
battalion of troops, learning 
the terrain and picking off 
your enemies in tactically 
considered plans of attack. 
Best bit: Being a dog. Really. 
ETA: Autumn 2001 


ZOE konami 
Mechs/War/Space/Japan/Fights 

Fill space with warring mechs, laser 

fire and a storyline involving the Enders 
(people living on the fringes of known 
space, not Dot Cotton). Hiding from 
attack in a docked mech, you're 
propelled into war with some of the 
fastest and deadliest robots in the solar 
system when it springs to life. Try this for 
even five minutes and you'll be hooked. 
Best Bit: Big guns, big guns! 

ETA: December 2000 








SILENT HILL 2 konami 

Sinister/Sequel/Fog/Death/Sssh! 

And you thought it was all a dream... Make a return visit to the 
town where skinless babies and crucified dogs are the norm; where 
dried blood cakes the walls, bodies shuffle through empty insane 
asylums and the fog hides many a horror. In this PS2 sequel, a new 
cast visits Silent Hill, led by a man on a mission to free his dead 
wife from purgatory. Naturally, the usual creeping terrors are there to 
greet him. The end result will have you turning lights on and locking 


DARK CLOUD scce 
RPG/DIY/Adventure/Sorcery/Gardening 
An unusual one this. You wake one morning to find your home town suspended 
miles above the earth, it’s rightful position on the ground replaced by an evil 
civilisation. Sure enough, the problem facing you in this trippy little title is finding 
a way to guide your town back to earth and onto its rightful plot of land. 

The main point of Dark Cloud (besides, of course, the whole floating town/ 
evil town issue) is its unusual ‘things to make and do’ feel. You can construct your 





doors. We know — we've played an early version, and trust us. It's 


absolutely petrifying. 


Best bit: God only knows. Take your pick from faceless nurses to 


white-eyed witches. 
ETA: Q4 2001 





Ci 
Space/Ships/Pizza The Hut 
Three pilots go up against the 
trade federation, and make 
daring rescue attempts on 
Naboo detention camps. 
Best Bit: It's Star Wars. 
ETA: Q1 2001 


RESOEE Sane sour 


Fangs/Demon/Story/Nosgoth/Goth 
After having a dreadfully disappointing 
‘To Be Continued...’ flashed up at the 
end of Soul Reaver, Raziel finally returns 
to avenge his death, track down Kain 
and discover why Nosgoth lies in ruins. 
Promising more enemies, superb lighting 
effects and a conclusion to the mystery, 
Soul Reaver 2 should be sweet. 

Best bit: Should tie up some loose ends. 
ETA: April 2001 


One of the first games displayed for 
the PS2, this first-person shooter 
looks the dog's, and plays a blinder 
too. Oodles of weapons and massive 
levels stamp ‘winner’ all over it 
instantly. A potential classic. 

Best bit: The Goo Gun. Believe us. 
ETA: February 2001 


own land masses, name lakes and mountains after your first born, influence the 
lives of all the townsfolk and — hopefully! — return your cloud-high streets and 


houses back where they belong. On the one hand you'll be buckling your swash 


with dragons and goblins; on the other, you can play God. 


Best bit: Zooming in on the village you've just made. 


ETA: Summer 2001 
a ) 


ETA: March 2001 


WIPEOUT FUSION scez 
Speed/Future/Design/Weapons/Turbulence 

The first WipEout was one of original PlayStation’s 
earliest megahits. Only fitting, then, that it should 
be back for the launch of PS2 — faster, and more 
stylish, than ever before. Gameplay should be fairly 
familiar {imagine Episode One's Pod Race}, but now 
with heart-stopping corkscrew turns, stylish design, 
rollercoaster tracks and a frame rate to make your 
eyes bleed. Plus, of course, those customary clubby 
tunes to accompany play. See page 22 for more. 
Best bit: The 90° vertical drop. (Yikes!) 

ETA: March 2001 


comes an over-populated Earth, with 
the poor reduced to living in the 
shadows of the monstrous buildings 
that tower above them. Four soldiers 
are sent to these ghettos to solve 
some mysterious deaths... 

Best bit: The four-play mode. 







Ww. +f UNREAL PROJECT EDEN «ios 
pe "i URNAMENT inrocrames —Cloning/DNA/Strategy/Team ELECTRONIC ARTS 
Slaughter/Fragging/Blood/ Work/Apples Evolution/Revolution/Spirituality/ 
LUCASARTS Mortar/Lovely From the makers of Tomb Raider Freedom/Giant Animals 


Take a creature, make it grow, make 
it good or make it bad. Start fights 
with other creatures. Level cities, be 
a Messiah - the choice is yours. 
You're God. Molyneux's new software 
creation is a big boy's Populous. 
Best bit: Hey, you're a God! 

ETA: Summer 2001 








ONIMUSHA: WARLORDS capcom 
Horror/Oriental/Demons/Samurai/Ow! 
Originally intended for a PSone release, this samurai 
horror centres around two warriors investigating the 
disappearance of villagers high in the mountains 
where recent sightings of strange animals have 
taken place. The first of the Resident Evil-style 
survival horror games to hit the PS2, this could be 
an indication of where Capcom's zombie thriller 
series is headed. Massive enemies, intense battles 
and ancient weapons should make it a belter. 

Best bit: Location-specific sword slashes. 

ETA: Summer 2001 


FANCY A QUICK PSONE? 


The old, grey box hasn’t given up just yet. Look out 
for these top PSone titles, all playable on PS2. 


(Deep breath): Infogrames’ spectacular sequel Driver 
2... a return to form for Square in the shape of Final 
Fantasy IX (below)... the scaly-skinned survival horror 
Dino Crisis 2... one of the PSone’s all time greatest 
games, Medal Of Honor Underground... Tony Hawk’s 
Pro Skater 2 offers more halfpipe action... and the 
sweaty-arsed antics of our favourite wrestlers in WWF 
Smackdown 2. There are many more, of course, but 
this little selection should be well worth a peek over 
the next couple of months — especially with the faster 
loading times and smoother textures of PS2. For all the 
latest PSone news, reviews and playable demos, check 
out our sister mag, Official UK PlayStation Magazine. 





TO BE CONTINUED... 


They were good on PSone. They'll be ace on 
PS2. Our Top Ten sequels for the far future. 


1, Resident Evil 4 

The next Resi — unless there's a port of Code 
Veronica to keep us busy in the meantime. 

2. Final Fantasy X and XI 

Online tips and more have been confirmed for 
Square's long-running RPG. 

3. Driver 3 

Those city maps just got a whole lot better... 
4. Tony Hawk’s Pro Skater 3 

May we suggest skater-nobbling injuries and 
destructible environments? 

5. WWF Smackdown 3 

Digimask technology means masochists will be 
able to scan in their mushes! 

6. LMA Manager 2001 

PSone's best football management sim returns. 
7. Crash Bandicoot 4 

Now settled at the Konami stable, this could 
become the platformer for PlayStation 2. 

8. Syphon Filter 3 

Metal Gear's bratty younger brother is back... 
9. Tomb Raider: Next Generation 

See page 47 and dream... 

10. Colin McRae Rally 3 

Confirmed for PS2, and a guaranteed hit. 
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The format of today’s PlayStation 2 
can achieve what PCs will only 
realise in another two or three 
year’s GME, Ken Kuturagi President and CEO of SCEI 


7 





Aa om neal wales 


We've got our questions about PS2. You've got your questions 
about PS2. Here's where we all get some answers. 





| _ Is the DVD player any good? 
There we're initial hiccups in Japan with 
The Matrix disc, but these problems have 
now been ironed out. Plus, European PAL 
PlayStation 2s will cut out the laborious 
task included in early Japanese models 
of downloading DVD drivers onto memory 
card. DVD playback is easily comparable 
to that of a stand-alone £300 DVD player, 
and a universe away from blurry, analogue 
videotape. Home cinema addicts will also 
appreciate the optical output containing 
immaculate digital Surround Sound. (See 
page 98 for more] 


Can | play US DVDs on my PS2? 

No. There are nine different DVD ‘Regions’, 
and It’s only Region 0 discs (no specified 
country) and PAL or NTSC Region 2 discs 
(UK, Europe, Japan, South Africa and the 
Middle East} that are compatible with 
PlayStation 2. American (Region 1) discs, or 
DVDs from anywhere else in the world, will 
simply not work. 


Will | be able to connect my PS2 to 
the Internet? 

Eventually. Sony plans to release a hard 
disk drive/broadband modem expansion 
package in 2001, but the company and 
third party manufacturers are also planning 
on providing a standard 56K modem via 
the USB port in the interim. 








AEH 
Hi 


Can’t | just stick a PC modem into my 
PS2 and surf the Net? 

No, it won't work and could damage your 
PS2. Sony has to approve any PS2 discs, 
which includes the software drivers needed 
to run any external modem. 


What other devices/media can my PS2 
connect to? 

Sony has ensured that the PlayStation 2 
can easily link-up to a huge range of 
hardware now and in the future. There 


Are PS2 games really going to be that much better than PSone titles? The Emotion is a USB port for connection to peripherals 
The quality of individual titles will be down to the skill and vision of the Engine™ in all such as the PS2 colour inkjet printer 
programmers and software developers, but with an advanced processor pbc gchgy (Popeggl, an i-Link ‘Firewire’ port for the fast 


{the Emotion Engine}, better graphics and sound, bigger memory, a DVD-ROM 
drive and expandability, PS2 has the potential for infinitely more involving and 
exciting titles. Gameplay will always remain the most important factor - the 
PS2 title Orphen looks fantastic, but is it better than the lo-fi PSone oddity 
Vib Ribbon? In gameplay terms, most definitely not. 


transfer of graphics and photos from digital 
cameras, and a display menu that will 
allow PS2 displays on next-generation High 
Definition televisions or the Sony Glasstron 
goggles. An optical Digital Out is provided 
for connection to a home cinema amplifier 
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and speaker system, while a hard disk 
drive/broadband modem add-on available 
in 2001 will allow the downloading of 
videogames, music and movies. 


Is the PS2 really difficult to program? 
The PS2 is complex, but this Is because 
the open-ended system architecture gives 
programmers the freedom to produce 
graphics and sound routines in two ways; 
hardcore old skool PC-style programming 
or Middleware — ready-made code 
solutions by third-party companies. 

Game developers often don't have the time 
and money to ‘experiment’, so Sony 

is now concentrating on helping them by 
providing more information on procedures 
such as anti-aliasing and working closely 
with Middleware companies. As a result, 
the UK release of Tekken Tag Tournament 
has been considerably improved since Its 
Japanese debut. 


No videogame company has managed 
to dominate the market with two 
machines in a row. Is it possible for 
Sony to do it? 

The signs look good - Sony has a core 
base of 75 million PSones worldwide, and 
over three million PlayStation 2s have been 
sold in Japan alone in the eight months 
since its launch. SCEE hope for one million 
PS2s to be shifted in Europe before 
Christmas, with three million sales by 
Easter 2001. Sony has licensed the PS2 
technology in Japan for projects such as 
integrated TV systems and in-car PS2 
clones. Sony lost out on Betamax — PS2 
could be the VHS of home entertainment 


Will the PS2 improve the graphics of 
PSone games? 

Yes, The PS2 has an option to enhance the 
graphics of PSone titles by texture 
interpolation — basically smoothing ‘blocky’ 
textures. The best example of this is in 
Metal Gear Solid, although Codemasters 
apparently developed some of its rally 
games with this feature in mind. PSone 
game loading times are also improved. 


Will there be a compatible keyboard 
and printer to make Internet access 
through PS2 easier? 

Yes. Sony's Popegg printer [see page 95} 
has already been released in Japan, Epson 
has announced a PS2-compatible printer 
and a Sony keyboard has been confirmed. 
It has even been suggested that Unreal 
Tournament could be packaged with a PS2 
mouse, thus allowing the preferred PC 
purist’s control configuration of keyboard/ 
mouse. On a recent Tokyo Game Show trip, 
OPS2 discovered a weird piece of Japanese 
edutainment called Bikkuri, which came 
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Deering: “All 
these things 
are possible.” ji} (( 

i IM Hitt 
Will the future hard disk d 
the PS2 like a personal computer? 
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rive add-on mean | can use 


It depends on software, but it's unlikely Sony itself will release 
a word processor. “| think all these things are possible,” says 
Chris Deering, President of SCEE, “but sitting in front of a TV is 
not necessarily the right place to type an email, just like a PC's 
not the best means to play a football game. There'll be 
overlaps in these areas at some point, but the PlayStation is 
everything but a WorkStation’. That's why It has a fun image.” 


packaged with a mouse that has, indeed, 
been confirmed will work with Unreal 
Tournament on the PS2. 


Does the PS2 have a 60 hertz mode? 
Hardcore gamers often complain that 
Japanese games — set at 60hz for NTSC 
televisions — play faster than their 50hz PAL 
European equivalents, which often have a 
black border to compensate for the loss of 
speed. PlayStation 2 games developers will 
have the option to include a 60hz mode, 
although it will only work with a SCART 

or S-Video connection into an NTSC- 
compatible TV. 


Will there be any restrictions on the 
Internet sites that | can access? 
Sony hasn't decided whether It'll have its 
own ISP, but with the planned release of 
third-party USB modems next year there 
should be free, unrestricted access. 


When will there be a plentiful supply 
of PS2s so that I don’t have to worry 
about pre-ordering? 

Contrary to Internet conspiracy theorists, 
Sony genuinely wants to get PlayStation 2 
into the shops as quickly as possible. 
Consoles don’t make money, it’s the 
software that generates profits - more 
PS2s out there equals more games sold. 
But in Japan, PS2s still clear off shelves as 


Will | still be able 
to play audio CD’s 
on the PS2? 

Oh yes indeedy. 


Yes — but remember, 
PSone Cards can 
only be used with 
PSone games. 


When the hard disk | 


drive/broadband 
modem package is 
launched next year, 
you'll be able to 
save cheats, new 
levels and other 
game features — it's 
theoretically possible 
to save such 
information onto a 
Memory Card, 


When will the 
hard disk drive/ 
broadband modem 
add-on be made 
available? 

Sony hasn't made 
an announcement, 
but Director of 
Technology at SCEE, 
Paul Holman (see 
page 100) says it 
will probably be 
launched at the end 
of summer 2001. 
We'll let you know. 





Memory 
Stick: coming 
(quite) soon. 


Will the PS2 be able to use the Memory Stick? 

Yes — Sony are working on this now. The Memory Stick is a tiny 
new memory storage device that can store up to 32MB of digital 
data, with larger Sticks planned. Because it’s compatible with PCs, 
video cameras and other electronic devices, it’s the perfect way to 
import text and images into PS2 games. While we're here, infrared 
joypads with no lag and a DVD remote are also planned for release. 


soon as they're stocked, and Sony is keen 
to concentrate on their domestic market 
due to the recent stock market share drop. 
Sony reckons the ideal situation - where 
you're able to just walk into a shop and 
buy a new PlayStation 2 right there - 
should happen by Easter 2001. 


What is a ‘chipped’ PS2? Should | get 
hold of one? 

‘Chipping’ is a term used to describe the 
method by which the actual physical chip 
board of a console is tampered with so It 
will play Japanese and American games, 
as well as pirated ‘Gold’ discs. However 
this technique is highly illegal, jeopardises 
future games production, invalidates your 
warranty and isn't guaranteed to work. 
Recent PSone games such as Final Fantasy 
Vill detect whether a machine has been 
‘chipped’ and if they have, refuse to play. 

A new security system called MagicGate 
has also been implemented in PS2, making 
Sony's new console infinitely more piracy- 
resistant. Basically, chipped PS2’s don't 
exist yet — so it’s a bit of a moot point - 
but would be an extremely bad idea even if 
they did. 


What is Sony’s idea of the PS2’s life 
expectancy? 

Five years or more — but, having said that, 
PS2 can go on far beyond that. The 16 bit 


Yes, this will 
work with your 
new PS2. 













Will all my PSone peripherals work with PS2? 
Everything is compatible apart from the MultiTap, 
which Sony is replacing with a brand new PS2- 
lookalike version. PSone Memory Cards will work with 
PSone titles, but PS2 games require the new 8MB 
Card for larger saves. Original Dual Shock controllers 
are usable, but won't utilise the analogue sensitivity 


features in games really designed for use with the 


Dual Shock 2. 


SNES still sells over the counter in USA 
and Japan, after all - suggesting that It's 
the quality and number of games that 
pushes sales of consoles, rather than an 
over-reliance on specifications and eye 
candy. Basically, if you buy a PS2 now It'll 
be a major machine for many years to 
come — definitely a worthwhile purchase. 


There was often long loading times for 
games on the PSone. Have things been 
improved on the PS2? 

From OPS2’s experience with pre-release 
software, some games are fast, whereas 
others are easily comparable with PSone, 
due to the sheer increase in size of game 
information. However, the PSone improved 
on its loading times over the years, and so 
will the PlayStation 2. 


Is the PS3 already being developed? 

A few months ago, Sony and Criterion 
Studios announced the GScube, which has 
the power of 16 PS2s under the bonnet. 
GScube ran real-time demos of the 
animated movie Antz and the rooftop 
sequence from the beginning of The Matrix 
— with fully interactive camera angles and 
near photo-realistic graphics. However, this 
experimental unit won't be used to develop 
PS2 software, and any announcements on 
PlayStation 3 won't be made for a few 
years yet. Forget about it for now. 














How long before 
PlayStation 2’s 
price drops? 

Sony can’t comment 
on this. PSone was 
released at £299 in — 
September 1995, 
but dropped in price 
to £199 in May the 
following year after 
selling 700,000 units 
across Europe. 


1 know how much 
a PS2 is going to 
be, but how much 


Take a look at page 
98 — but remember, 
it's games that really 
matter, rather than 
just kit. 


Will Sony be 
continuing the 
Platinum range, or 


Hold your horses! 
The PSone Platinum 
range launched in 
January 1997, 16 
months after the 
console’s launch. 
We'd suggest you 
imagine a similar 
time frame for the 
PlayStation 2. 

So; don't hold 
your breath. 
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It's Sunday 1 October, and OPS2 is at the 
Brixton Academy to watch the fifth UK B- 
Boy Championships. The event is one of a 
number of semi-underground gatherings 
being sponsored by PlayStation 2 Itself - the main 
reason we're here — but the presence of Sony's most 
anticipated piece of hardware, bar none, isn't enough 
to chill some of the contenders. 

Hip hop ambassador Crazy Leggs ain't happy. He 
doesn't like the way B-Boying has to be judged. It’s 
not about doing the best trick to impress the crowd, 
he says. It should be about having an ‘experience’. 
He also mentions ‘respect’ and ‘disrespect’ a lot. B- 
Boying, it seems, is a contentious issue. 

After wincing at a particularly painful-looking 
headspin, and narrowly avoiding a mistimed backflip, 
we leave the lino-sliding antics to adjourn to the bar, 
where several PS2s are up and running with versions 
of Tekken Tag Tournament, Ridge Racer V, Dead Or 
Alive 2 and Moto GP. Time, pint in hand, to get the 
opinions of those playing them. So, boys and girls: 
will PlayStation 2 take over the world? 





New technology costs a little bit, but a 


est, otherwise everyone would be driving 
around in a Lada. Ray Maguire, vice president and MD of SCE UK y V4 



























Brixton Academy’s 
fifth annual UK B-Boy 
Championships: Don’t 
lose your head! 
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CHRIS 


Age 17/Student 


“Ridge Racer V was exhilarating. That's a 
cool word, isn't it? [Laughs like a stoner] 
Ummm. But I'm not planning to buy one. 
In fact, | just sold my PlayStation. I'm not 


into computer games and stuff any more.” 
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MAC 


Age 29/Telecommunications engineer 


“Tekken Tag's visuals are great, but | found some of 
the characters’ moves a little bit unresponsive. If that 
could be improved, then | think I'd keep the PS2 in 
my bed. Can you do a one-for-one swop with your 
old PlayStation? No? Why not?” 


OLGA 


Age 25/Artist (we think) from Russia 


[Olga understood little English, but was clearly 
overwhelmed by the PS2, giving it the internationally 
acknowledged signal of ‘thumbs up’ and smiling a 
great deal She then proceeded to whip serious arse 
on Tekken Tag] 


MATT 
Age 24/Actor 


“| just came in, saw the PlayStation 2 sign, and | 
was like, ‘Wooah’, I've been really looking forward to 
playing on one. Ridge Racer V is superb, but | can 
just see the games getting better and better. | can't 
wait for Metal Gear Solid 2.” 





Age 27/Marketing manager 


“I've Just played Tekken Tag and it looks a lot more 
realistic and lifelike than the old PlayStation games. 
| loved the way that you could change characters. It 
feels a lot more interactive. But at £299 | can't afford 
to buy one yet.” 


CHRISTIAN 
Age 27/Photographer from Italy 


“l think the PS2 plays absolutely amazingly. But | 
spend all day looking at a computer screen at work, 
so when | get home the last thing | want to do is play 
games. It looks a bit like a car radio amplifier, don't 
you think?” 


CHARL 
Age 21/DJ from South Africa 


‘The PS2 is really showing how far videogaming 
technology is progressing. The games, the console 
design, the way it’s being marketed — everything. 
We've already pre-ordered one for our house.” 
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SALOMON AND LARKS 
Ages 3 (and a half] and 28/Pro-gamer and painter 


Larks: “Salomon went straight for the videogames. 
Now we can't get him off it. He’s played Ridge V, 
Moto GP and | think he wants to try Tekken now...” 
Salomon: [Being 3-years-old and French, Salomon 
didn’t give much away, but his eyes said: “Stop 
distracting me from my gaming, you damn fool!’ 


KARL 
Age 31/Chef 


“t's a bit hard to tell how good it’s going to be so 
early on. Plus, | can't really play properly because I've 
just chopped off half a finger. | doubt I'll buy a PS2 
myself, but my brother's getting one so I'll just go and 
play on his.” 


Age 19/Painter and decorator 


“ve got a PSone, an Nintendo 64 and a Dreamcast, 
but this is so much better. Dead Or Alive 2 is one of 
the best games I've played in ages, but | didn't like 
fighting with women. | think women are crap in 
fighting games.” 


MICHAEL 
Age 27/Lift engineer 


“I've already got a PS2, and so far my 
favourite game has to be Tekken Tag 
because | just love beat-’em-ups. GT3 
looks like the best driving game ever. It’s 
just so much better than Ridge Racer V." 


THE EVENT 
B-Boy Championships 2000 


When: Sunday 1 October 

Where: Brixton Academy 

Hosted by: Crazy Leggs and Crazy Islam of 
the Rocksteady Crew 

Winners: Suicidal Lifestyle from Hungary 
DJs supreme: Godfather Kool DJ Herc, 
Mighty Funkin’ Pussy Sound Squad 





Age 18/Art student 


“| just beat my friend at DOA2, but it was 
difficult to tell what | was doing so | just 
kept bashing the buttons. | think fighting 
against someone in a game can be very 
sexy. It releases a lot of pent-up sexual 

energy. The PS2 got me excited, anyway.” 
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Anatomy of a DJ 
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The World’s Greatest PlayStation 2 Game Buyer’s Guide 





co oe ee al 
Our ratings New games at a glance 


If it’s for PlayStation 2, and heading for a store near you, we've 


played it, argued about it, and, ultimately, judged it. This issue 110 Tekken Tag Tournament 
we tackle 17 of the launch games, rated out of 10, like so: 0) TimeSplitters 
sii MN ean 126 Ridge Racer V 
erly essential 
9/10 Hugely satisfying and entertaining 130 SSX 
8/10 Highly recommended. Definitely worth your money iy Smugglers Run 
7/10 Good, solid fare, and well worth a gander : 
6/10 Decent enough, and fine for fans of the genre 134 Ready 2 Rumble: Round 2 
5/10 Of some merit 138 International Superstar Soccer 
4/10 Poor, but may still have the odd moment 140 Silent Scope 
nee 142 ESPN Winter X-Games Snowboarding 
OFFICIAL rae 
1/10 Beer mat 144 Orphen 
147 Gradius Ill & IV 
MAGAZINE 148 Madden NFL 2001 
StarPlayer ier 
Awarded to any game that gets 9/10 or over. This is just our 150 Fantavision 
Vi little way of trying to hammer home what Is a fairly simple Ly) ESPN Intern ation Elmileaecmatclle 
message: Get this game, and get it now. 4 i ‘ 
155 Wild Wild Racing 
STAR 156 Aqua Aqua: Wetrix 2.0 


PLAYER hey Midnight Club 
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TEKKEN TAG TOURNAMENT 





The fighters have gathered. The graphics are more 
incredible than ever before. The action: just as bone- 
crunching, and just as hardcore. Pray silence, for 

the King of the Iron Fist is back... 


— 


TEKKEN TAG 
TOURNATENT 
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TEKKEN TAG TOURNAMENT 


en wait until you , 
Tag Tournament... 
"5 


Publisher: SCEE 
Developer: Namco 
Price: £44.99 
Players: 1-2 

Out: 24 November 
Web site: 
www.playstation.com 


Back story 

It started in the arcades, 
back In the mid-Ninetles. 
Then the home versions 
came — and kept coming. 
First, the original Tekken, 
converted to PSone. Then 
the superior Tekken 2 two 
years later, and Tekken 3 
after that. Hardcore beat- 
‘em-up fans still consider 
Tekken 2 to be the best of 
the series — the ‘purest’ 
gaming experience. Now 
there's this version, which 
again originated as a coin- 
op, where its appropriation 
of the Tag’ option from the 
Street Fighter series pointed 
towards a sea change in 
gameplay. 





2. 





From the mists of time they have 
returned. Twisted with vengeance, 
fighting for family or battling to save 
their souls from damnation, each has 
their own tale to tell. The cast of Tekken are here, 
almost every last one of them, and what better 
storyteller to deftly weave their legend of blood 
and honour together than the midnight tower of 
the PlayStation 2? Tekken Tag Tournament Is a 
128 bit, ridiculously extravagant beat-'em-up, 
boasting a plethora of devilishly entwined complex 
characters, superbly choreographed moves and 
ingenious combat styles that defy logic and 
sceptics alike. All of the above are animated with a 
razor precision that could slice granite. Thus the 
first bona fide super beat-'em-up arrives. It's a 
great game. But only just. 

Facts first. TIT is, as many expected, little more 
than just an excuse to reissue the PSone's Tekken 
3, but sporting its Sunday best. Just as 1999's TIT 
arcade original was an update of the coin-op 
Tekken 3, the equivalent is true of this PS2 
incarnation. Thankfully the saving grace Is exactly 
the same as it was in the arcades -— the inclusion 
of a new tag option. It's an Incredible asset to the 
game, and manages to improve on Tekken’s 
already-legendary gameplay. Let us explain. 

Bored with Jin simply pummelling the brains 
out of your opponent's ears? Then why not quickly 
switch characters, let breakdancing wideboy Eddy 
deliver a kneecap-splintering sidesweep, and then 
switch back to Jin again before your opponent’s 





teeth even touch the ground. This Tag’ element 
provides an obvious and gratifying new option 
but, as you'd expect from the King of the Iron Fist, 
random button-bashing won't get the best from It. 
Specific partnerships have specific benefits, and 
it's a question of common sense that dictates who 
works best with who. Obviously, combining upper 
body strength (Bruce/Bryan] with devastating 
footwork (Eddy/any of the girls) guarantees a 
formidable partnership, but family ties are just as 
strong, This is where you thank Namco for making 
Tekken the revenge-driven soap opera that It Is. 
Jin and Jun, Heihachi and Kazuya, Anna and 
Nina... Each of these pairings have their own 
benefits, and mixing duos successfully becomes as 
integral as knowing how to control the characters 
in the first place. You're forced to learn when to 
co-operate, when to go it alone, how far you can 
push a character against a rival before handing 
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Every special move or combo that leads to a knockout is replayed in glorious multi-angle slo-mo. Whether you're fighting as Law, 
Kazuya, Jin or any other one of the 39 characters, each has his or her individual signature move. More often than not, they're 
accompanied by a host of spectacular lighting effects. Believe us, you won’t want to put this game down. 


over the reins, and even how to perform killer 
cross-over combos. It also helps suck you into 

the sweeping Tekken storyline that so delights the 
game series’ afficionados. Example? Pairing 
Kazuya with Devil allows you to witness Kazuya’s 
possession first hand, as he morphs into a stream 
of iridescent purple light, his skin splitting to reveal 
the old horny one. 

Elsewhere, the feuding siblings Nina and Anna 
finally settle their differences (or do they?) and 
team up for a spectacular blaze of combos, while 
Baek and his faithful protegee Hwoarang work 
their magic better together than apart. Obviously 
none of these characters can fight simultaneously, 


| //Unknown, a new end-of-level boss, 
| is dressed in nothing but head-to- 
toe gelatinous black snot// 





but it’s during these tagging moves that the sparks 
fly. Exit Lei stage left, bouncing like a coiled spring 
off the crushed chest of his still standing 
opponent. Enter Bryan stage right, with a 
devastating sweep to the legs that sends their 
mutual enemy thumping towards the ground. 
Learn these moves well and you'll be unassailable. 
Long time Iron Fist fans will be pleased and 
familiar with TTTs roll call. Apart from the rubbish- 
anyway Dr Boskonovich, every Tekken character 
ever created is on call — 20 are accessible from 
the beginning, while 19 have to be earned by 
completing the Arcade mode. There's even a new 
end of game boss by the name of Unknown. A 
delicate nymph possessed by the spirit of a 
ghostly werewolf and dressed in nothing but head- 
to-toe gelatinous black snot (we kid you not), 
Unknown has the nasty habit of assimilating the 
disciplines of those she is fighting. One minute 
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_ bulk of the Tekken Tag Tournament 


she's squeezing the living breath from your lungs 
King-style, the next she’s breakdancing like Eddy. 
Couple this with the fact she regenerates and 
Unknown is a formidable inclusion to the Tekken 
lineage. What makes her even more titillating is a 
tattoo branded into her pale arm. It’s exactly the 
same as Jin’s. Intriguing stuff... 


NEXT-GEN TEKKEN 3? 
Yet no matter how much of an enigma the likes of 
Unknown pose, it’s undeniable that TTT would be 
left treading water without the tag option. Without 
it, we'd be looking at little more than a next-gen 
update of Tekken 3. With it, what we have is 
‘Tekken 3 with knobs on’ — but what knobs. 
However inspired (good cop] or cynical (bad cop) 
the inclusion of the tag option is, it has undeniably 
saved TTT's ass from a critical mauling. 

The tag option also makes it possible to 
overlook the game's various technical weaknesses. 
For one thing, the official UK version is quite 


games, except this one has a more 
complete combo system that actually 
brings out a sequences of moves for 
you to try out. 


development team. Are there any special modes 
ue unique to the PlayStation 2 version 
KATSUHIRO HARADA of TIT? 






How doe: 


_ released in the arcades 


Game Designer/Project Director 
ig ~ 


The main hidden mode is Tekken 
Bowl. But we've also introduced a 
Gallery mode that you can open. 
During a game you can take 
screenshots of moves that you think 
are interesting or pretty cool, and save 
them onto the Memory Card to view 
at a later time. 


Why did you decide to produce a 
tag fighting game? 


I ¢ ‘ken Tag Tournament 
differ to the version that was 


? 












The characters and the game balance 
are the same as the arcade version. 
As for the character models and the 
backgrounds, those have all been re- 
done and are vastly improved over the 
-op. Arcade mode is exactly the 

as the coin-op. In Versus mode 





previous games. Practice 
ode is similar to previous Tekken 


| don't think it is an original idea per 
se — look at Street Fighter. But it’s 

a good idea. We were working to 
demands from the users, and trying 
to bring a more original element to 
the game. Our idea was to have 
combinations using absolutely all 

of the original characters. 





different to the Japanese NTSC format game, a 
version that's been on sale over there for months. 
To most people, the games will look identical, but 
for Tekken purists {and Tekken players do tend to 
be purists, the game being one that takes 
considerable mastery to get the most out of it) 
there are a few pros and cons that must be 
considered. First up, even Namco can't cure the 
horrible curse of conversion slow-down — 
something that occurs when a Japanese game 
(NTSC format) is converted for the UK (PAL format). 
Whereas the NTSC version will glide around 
effortlessly, with moves, kicks and showers of 
sparks streaming into the air, the PAL code can't 
help but appear relatively lethargic — at least in a 
direct comparison. Punches — especially ones 


//Unknown is a 
welcome inclusion into 
the Tekken lineage// 


Were there any influences from 
films, or any other art form? 
Although a lot of the team are movie 
fans, and might have been influenced 
by a film sub-consciously, there was 
nothing specific that we had in mind. 


Were there any moves you couldn’t 
motion capture in the game? 

Some of the impossible actions, like 
Yoshimitsu's flying moves, were done 
using motion capture, but with the 
subject jumping on a trampoline. 


Did anyone get hurt during the 
motion capture sessions? 

When we were trying to capture a 
high kick for Tekken Tag, we asked 
someone to do it with one of the 
staffers receiving the kick. The kick 


was a lot harder than we expected - _ 


it hit him in the mouth and broke a 
tooth. He was bleeding really badly. 


What period of time is there 
between motion capturing the 
moves and putting them into 
the game? 

It depends on the length and 
complexity of the action. In terms of 
the time spent shooting the data and 
converting it to the game, it can take 
only a couple of hours. For a complex 
move it could take two days. 


How do you hope to improve the 
game in the future? 

In this game it’s not just about 
showing the movement of a character, 
but also trying to match their actions 
with their personality. Going forward, 
the increased technology will mean 
we'll soon be able to improve the 
expression of emotion, so that the 
players can feel more at one with 
the characters. 


How did you manage to capture 
Forest Law’s moves? 

We have an actor that we used for 
Tekken 3 and Soul Calibur. He's 





mastered Bruce Lee’s Jeet Kune Do, 
as well as Tae Kwon Do and Shorinji 
Kempo, so we tell him what to do. 
He's a master of all these martial arts, 
and he can do all we ask of him. 








The CG intro of Tekken Tag is 
possibly the best on PS2. Have 
you any plans to do an all-CG 
movie like Square has with 
Final Fantasy? ! 


~ It's not something we are planning to 


do at present. 
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thrown by the weightier fighters - can have a 

her treacly feel to them, and are clearly 
cumbersome when put head-to-head with the 
equivalent moves in the Japanese version. The 
nimblest kicks become a comparative effort, and 
the response time between button press and 
move becomes just a nano-second the wrong 
side of infuriating. True, they're not niggles you'd 
ever notice if you'd not seen just how lightning 
fast the Japanese TTT is — and as such, these 
criticisms may come across as unfair. But the fact 
remains that this latest incarnation of Tekken 
could have been faster. And better. 

Minus any experience of the Japanese version, 
on the other hand, the UK Tekken Tag will appear 
unbelievably quick. Do yourself a favour and keep 
it that way. 

Thankfully, positive things have also come out 
of the NTSC-to-PAL conversion — we're talking 
about anti-aliasing here. Get used to the phrase, 
because you'll be seeing it a lot as Japanese 











Was it frustrating to be doing a 
port of a coin-op game, rather than 
working on something original? 
Programming- -wise, just the fact that 
‘we were able to try something out on 
the PlayStation 2 was really exciting, 
For someone other than a game 
‘programmer, they might've felt that. 
But for us, and because of the 

le, we enjoyed just being able 
Ronive) rk on PS2. 

Ridge Racer V was developed at 
‘Namco at the same time. Did the 





pevchionnan with them? 

There was a lot of communication 
going back and forth between us, in 
particular with bugs or problems in 
the development process. Like how to 





get the best performances or what to 
do in certain circumstances. 


Why didn’t you introduce 
interactive arenas in to the 

game, as in Dead Or Alive 2? 

It's due to the fact that we didn't want 
to change the game too much from 
the previous version, and we wanted 
to keep the original battle system 
intact. To have the characters interact 
with the backgrounds is something 
that is very difficult to do, and not 
something usually done in the 
Tekken series. 


What excites you most about 
working with a machine as 
advanced as the PS2? 


Mainly it’s the sheer power and speed . 


the PS2 offers that impresses us. It 
allowed us to bring a degree of detail 
and realism to the characters that 
was previously impossible, but which 
we'd always wanted to do. 


Is there anything you couldn’t do 
due to lack of PS2 experience? 

It's difficult to say at the moment. But 
there are definitely things we'd like to 





try out. You want specifics? There's 
nothing we're allowed to comment on 
at the moment, unfortunately. 


Have any other PS2 games 
impressed you? 

Nothing's completely blown us away 
just yet. It’s something we're not really 
allowed to talk about... 


Why is there a bias towards Asian 
styles in Tekken? 
First of all, with the original Tekken, 
we just chose the fighting styles that 
are well known in Japan. Then, in 
Tekken 3, we started using Capoeira 
from Brazil. Our new policy Is that 
whenever we find an interesting 
fighting style - one that looks good 
visually, and is suitable for the game — 
we will try and incorporate It. 


How was the style of the game 
decided on? 

Of course, we have our own tastes 
and ideas for the game, and they 
come first. But we are always ready 
to listen to our users as well. Recently 
we have received many requests from 
European gamers, who wanted us to 


__ increase the number of characters. 


He may be dead, but Bryan Fury remains one 
of the most devastating characters available. 
Unlock his movie to find out the grisly story 
behind his unnaturally pallid appearance. 






















That's the type of thing we try 
take into account, and we hop’ 
fulfils their demands, 





Were any of the fighting moves 
copied from Kung Fu films? 

We modified all the fighting styles 

for Tekken, so none of them are real 
representations true styles. The moves. 
are devised by us manually, not by 
motion capture. / 


Why did you decide on Tekken — 
Bowl as a sub-game? ; j 
We thought we could do it because 

of the very high quality of the | graphics 
on the PS2. The floor of some of the 
rooms you fight in is very glossy. | 
wanted to use this for another 
purpose — bowling. MG : 
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nd behold, the power 
of the Almighty... 


During hours of never- 
ending testing of Tekken 
Tag Tournament we came 
across what we think is 
the most spectacular (if 
unfair] move in the game. 
It’s relatively easy to 
accomplish, too. When 
you have Angel (it works 
on Devil too) press 

® @ © at the same 
time and you'll be lifted 
from the ground, from 
where you'll shower your 
enemy with a stream of 
purple lightning. Also ideal 
for starting barbecues. 
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games sail their way over to our shores. Anti- 
aliasing is the process where pixels on the edges 
of characters and objects are smoothed out. This 
eliminates the jagged look that dogs some games, 
and allows them to look that much more realistic. 
It seems that someone high up in echelons of the 
Namco monastery has gone on an anti-aliasing 
spree recently, adding oodles of silky marbled 
smoothness. The results are just sublime. 


SMOOTH AND SOPHISTICATED 
Make no mistake: each character now looks just 
stupefyingly good. There isn’t a pointed polygon or 
rogue pixel amongst them. Even {and excuse us for 
sounding so pathetically picky) Heihachi's shock of 
spiky grey hair is greased to within an inch of its 
life. (Though quite how it remains so perfectly 
smooth after repeated beatings about the ears, 
only the likes of UOreal and Namco will ever know) 
Other details that paper over Tekken Tag's 
originality famine are the incidental on-screen 
shenanigans. They're things that didn't demand to 
be improved, but sure enough, they've been fixed 
anyway — another sign that TIT is desperate to 
carve out it’s own identity. Individual blades of 
grass sway gently in the sea breeze, palm trees 


bow to the wind independently of one another, 
and the most inconsequential cracks in paving 
stones all have their own shadows. As for the fire, 
you'd be frightened to reach out and touch it. It's 
attention to detail, and it's most welcome. 

And it doesn't stop there. For one thing, the 
characters now have improved facial expressions. 
Okay, so they're not the most emotive bunch in 
the world [in truth, they'd struggle to get through 
the first round of Sunset Beach auditions) but their 
blinking, gasps of shock and screams of agony are 
all present and correct - the Emotion Engine has 
done its job well. 

But there's yet more. The lighting, for instance, 
is awe inspiring throughout — from spectacularly 
OTT thunderstorms that rip through the night sky, 
illuminating the tiniest details of a fighter's bruised 
features, to the most delicate shafts of sunlight, 
causing lens flare when your fighter stands in front 
of the sun. You can even see a lovely faint glow 


//Someone at Namco 
has gone on an anti 
aliasing spree// 
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MICHELLE CHANG 
Country of Origin: USA 
Fighting style: Various 
Age: 20 

Background: Adopted 
young Julia and taught 
her how to fight. Helped 
her train for a scrap with 
the evil Heihachi. 





BRYAN FURY 
C of 0: USA 

FS: Kick Boxing 
Age: 29 
Background: Part of Dr 
Abel's cyborg army, and 
a former cop, Bryan has 
a strong hatred of Lei. 





GANRYU RUNWAY 
C of O: Japan 

FS: Sumo 

Age: 34 

Background: By entering 
the contest he hoped to 
win Michelle’s heart. He 
was devastated when she 
rejected him. 





KAZUYA MISHIMA 
C of O: Japan 

FS: Karate 

Age: 28 

Background: Sold his 
soul to the Devil for 
unlimited power. Then 
he organised the second 
tournament. 





Pe VR UL! P| 
MOKUJIN 

C of 0: Unknown 

FS: Mimicry 

Age: Unknown 
Background: A training 
dummy for top fighters. It 
was imbued with their 
seemingly lost souls. 





~ 
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ROGER 

C of O: Australia 

FS: Boxing 

Age: Unknown 
Background: Used to be 
like a regular kangaroo. 
Then he put a pair of 
boxing gloves on and 
couldn't get them off. 





ROGER 

C of O: Jurassic Park 

FS: Boxing 

Age: Unknown 
Background: Roger used 
to be a regular dinosaur, 
but somehow survived 
their extinction and now 
enjoys life as a boxer. 





ANGEL 

C of O: Heaven 

FS: Mimicry/Karate 
Age: Unknown 

B: The exact opposite 
of the Devil (d’oh}), 
and the side of Kazuya 
determined to reclaim 
his soul. 





ANNA WILLIAMS 
C of O: Ireland 

FS: Aikido 

Age: 20 

Background: She fights 
without question as 
she has no idea of her 
background, having had 
her memories erased. 
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You know what? Dotted about this page are the complete set of characters 
you get to fight in Tekken Tag Tournament, minus the odd minor variation. 
From Jin and Eddy to the elusive Angel and Unknown, they’re all here, 
complete with little snippets of information to help you get to know them 
better. It’s like some weird virtual dating agency... 


GUN JACK 

C of 0: Unknown 
FS: Power fighting 
Age: 7 


Background: Gun Jack is 


the new form of Jack-2, 
rebuilt by a girl he'd 
once formed a fatherly 
bond with. 


ros 


KUMA 

C of O: None 

FS: Heihachi style 
Age: 20 

Background: Kuma Is 
the son of the original 
Kuma. He's infatuated 
with Panda, but she 
ignores him. 
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TETSUJIN 

C of 0: Unknown 

FS: Mimicry 

Age: Unknown 
Background: A metal 
version of Mokujin, 
but he still mimics 
other fighters. 





WANGJIN-LEI 

C of 0: Unknown 

FS: Karate 

Age: 79 

Background: Spends his 


days training even harder 


for his last chance to 
gain Heihachi’s power. 








i 
HEIHACHI MISHIMA 
C of O: Japan (probably) 
FS: Mishima karate 
Age: 73 
Background: Heiachi is 
the ruthless, tyrannical 
leader of the Mishima 
Empire and an evil killer. 


KING 

C of 0: Mexico 

FS: Wrestling 

Age: 28 

Background: Raised by 
the original, deceased 
King, this guy assumed 
his masked identity and 
continued fighting. 





NINA WILLIAMS 

C of O: Ireland 

FS: Aikido 

Age: 22 

Background: She seems 
to spend most of her 
time implanting false 
memories in her poor 
sister's mind. 





YOSHIMITSU 

C of O: None 

FS: Manji 

Age: Unknown 
Background: Yoshimitsu 
is the self-appointed 
leader of the Manji party 
(and the game's resident 
space-ninja]. 








JACK 2 

C of O: Unknown 

FS: Power fighting 

Age: 7 

Background: The second 
version of the original 
Jack robot, he possesses 
nearly all the qualities 

of the other Jacks. 





KUNIMITSU 

C of O: Unknown 

FS: Manji 

Age: Unknown 
Background: Rebelled 
against the Manji clan 
when Yoshimitsu 
unlawfully declared 
himself leader. 


OGRE 

C of O: Unknown 

FS: Unknown 

Age: Unknown 
Background: The God of 
Fighting took the form of 
Ogre, and set about his 
task to consume as 
many spirits as possible. 





UNKNOWN 
C of O: Unknown 

FS: Mimicry 

Age: Unknown 
Background: Possessed 
by the spirit of a wolf, 
she yearns to struggle 
free of his bonds and 
return to human state. 
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ARMOR KING 

C of O: Unknown 

FS: Wrestling 

Age: Unknown 
Background: Armor King 
appeared from out of 
nowhere to help train 
the new King as an 
expert wrestler. 





DEVIL 

C of O: Hell 

FS: Mimicry/Karate 
Age: Unknown 
Background: Devil 
embodies the power of 
hell, willing Kazuya back 
to his fiery demise. 





JIN KAZAMA 
C of O: Japan 
FS: Karate 

Age: 19 
Background: Jin was 
taken under the wing of 
Heihachi, who revealed 
his darker side. Now 
Jin's confused. 





FOREST LAW 

C of 0: USA 

FS: Martial arts 

Age: 25 

Background: Training in 
his father’s dojo, Law 
was approached by 
Paul Phoenix to enter 
the tournament. 





PANDA 

C of O: China 

FS: Heihachi style 

Age: 17 

Background: Orphaned 
at birth, and adopted by 
school girl Ling Xiaoyu, 

Panda Is her best friend 
and guardian. 





TRUE OGRE 

C of 0: Unknown 

FS: Unknown 

Age: Unknown 
Background: After 
consuming enough souls, 
Ogre transforms into this 
hideous beast. It’s 
massive and intimidating. 


a. 
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BAEK DOO SAN 

C of O: Korea 

FS: Tae Kwon Do 

Age: 27 

Background: Baek 
took Hwoarang in, and 
became a father figure 
for the young stray. 


EDDY GORDO 

C of O: Brazil 

FS: Capoeira 

Age: 27 

Background: A high- 
kicking, body-rocking 
fella, well versed in the 
Brazilian arts of pain. 


Bn fe 
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JULIA CHANG 
C of 0: USA 
FS: Various 
Age: 18 
Background: Discovered 
holding nothing but an 
amulet as a baby, Julia 
was raised by the tribe 
that found her. 





LEE CHAO-LIN 

C of O: Japan 

FS: Heihachi style 

Age: 20 

Background: Lee was 
heir to Heihachi’s empire, 
and wants to claim what 
he believes is his. 





C of 0: USA 

FS; Judo 

Age: 46 

Background: A highly 
ambitious fighter, Paul 
has thirsted to be 
recognised as the 
world's best. 





LING XIAOYU 

C of 0: China 

FS: Various 

Age: 16 

Background: Determined 
to open her own theme 
park, Ling entered the 
tournament to earn 
enough money to build it. 





BRUCE IRVIN 

C of 0: USA 

FS: Kickboxing 

Age: 35 

Background: He was 
believed to have died in 
a plane crash, but has 
returned in an attempt 
kill Lei. 





HWOARANG 

C of O: Korea 

FS: Tae Kwon Do 
Age: 19 

Background: A street 
bum trained by Baek, 
Hwoarang was leader 
of a ferocious gang. 







ME 
JUN KAZAMA 
C of O: Japan 
FS: Kazama style 
Age: 22 
Background: She 
makes an unexpected 
reappearance in Tekken 
Tag as a spirit trying to 
save her son's soul. 


LEI WULONG 
C of O: China 
FS: Various 

Age: 45 
Background: Lei is now 
on the run from both 
rogue police officer Bryan 
Fury and Bruce Irvin. 


P-JACK 
C of 0: Unknown 

FS: Power Fighting 
Age: 7 

Background: This 
disgruntled robot is 
trying to beat the 
other versions of Jack. 





TIGER 

C of O: Brooklyn, NY, USA 
FS: Capoeira 

Age: 27 

Background: Tiger is 
really Eddy in an afro 
disguise — he's on the 
run from drug barons, 

or some such. 
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[ist Ball) Position your player using the Directional Buttons and press X to confirm, 
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A sub-game so good, it earns its own review... 


%) When it comes to nifty sub-games, 

nothing comes even close to Tekken 
Bowl — and, yes, we're including in that 
the inflatable farce of Tekken 3's volleyball 
freebie, Tekken Ball. This time around, and 
boasting, as it does, its own title screen, 
Tekken's sub-game could be a stand 
alone title in it’s own right. You're going to 
have to unlock all the characters to play 
it, of course, but it’s worth it... 

Tekken Bowl is superbly tongue-in- 
cheek, and relishes it’s own absurdity. 
Heihachi's head statuettes are the pins, 
while Jack, for instance, has a habit of 
getting his fat cybernetic fingers lodged 
inside the ball — and sliding down the 
alley immediately behind it! 

Spectators aren't safe either. If you 
aim too far to either side of the alley, 
and put a little more spin on the ball 
than necessary, you can find yourself 
hospitalising them. The warning ‘Don’t Try 
This At Home’ (hey, thanks!) flashes on 
screen, and a voice from on high bellows 
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‘KO’. It's a cute touch in a very cute game. 
Taking aim is also a challenge. Many of 
the characters have indistinguishable 
bowling styles, but the likes of Jack and 
Bryan have infrared targeting. Slightly 
cheeky, but it makes strikes a doddle. 
Oh, and never choose Ogre. Trust us. 

The inclusion of Tekken Bowl is a real 
bonus. The PS2 can afford these juicy 
titbits, and we hope to see many more in 
the months to come... Ben Lawrence 


ee 
Bec 


Why we'd leave it: | If you're not in 

- What's there to awe of Namco’s 
dislike? It's a highly | generosity for 
playable and totally | including it, then 
free. Game on! you're not human. 


Graphics Sharp and faithful to Tekken | @8 | ia = 
Sound —_Crisp, clear and banging G7 
a 


po 
TEKKEN BOWL 


Why we’d play it 


- Completely 
unnecessary, but 
total fun 























Gameplay Fun and free! 
Life span Okay, so it's not Tekken... [a7 | Le 
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pasting. And he’s a rozzer. 






Julia administers Lei a right 


THE POWER 
OF ONE 


Losing energy? Need 
something to claw your 
lead back? Then charge 
up your Ki... 





Step One 
Make sure your opponent 
is far enough away, then 
hold down all four buttons 
on the joypad at once. 





Step Two 

Slowly your fighter is 
imbued with a glowing 
energy that sweeps 









Step Three 
When fully charged, your 
character shakes and 
balls of energy form at 
the ends of their arms. 






Step Four 
Slam those fists hard into 
the face or stomach of 
your rival and they'll 
really feel it. 


Step Five 

The finale of your Ki 
charging is your opponent 
lying flat on the floor with 
no energy bar. Result. 





Jin is seriously worth including in any of your tag 
teams. He’s a great all rounder, and pulls off 
some truly fantastic moves. Like so... 


BJ through Angel's wings when she spreads herself to 


her full extent. If this looked any better, you’d want 
to bed it. And there's yet more... 

Indeed, as you might have already noticed, 
much of the really good stuff we've got to say 
about Tekken Tag refers to how it looks. It’s not all 
fantastic in this department, however. There's that 
slow-down [already banged on about), and then 
there's the unwelcome reappearance of an old 
friend from the past — parallax scrolling. 

You may remember this from the old 16 bit 
days, when it was the height of gaming technology. 
Not any more, however, and seeing it reappear in 
such obvious form on PS2 has to count as 
something of a disappointment. 

Here comes the science bit. When a pair or 
more of separate backgrounds elements move 
together, but at different speeds, in order to give 
the impression of depth, it's known as parallax 
scrolling. 8 bit games didn't have it at all. On 16 
bit, it was all the rage, and added greatly to the 
realism of those games. But now, on something as 
powerful as PlayStation 2 — and in an era of 3D 


//¥f this game looked 
any better you’d want 
to bed it// 
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PUSH..P 





START. 
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The lighting effects in Tekken Tag are just sublime. Every contour in every 
character is highlighted when a punch is landed. It’s like a mini fireworks 
display every time you go head-to-head with someone. 


The special moves 
and combos never 
seem to end... 





games — it should be consigned to the dustbin. Yet 
here it is again, rearing its ugly, artificial head, and 
on a PlayStation 2 launch game to boot. 

Okay, so it's much less obvious than it was on 
early preview versions — or on the Japanese 
Tekken Tag, for that matter. But it’s still there. 
Despite the beauty of the game characters and 
their animation, it often looks for all the world like 
the action is taking place on some weird rotating 
platform, with the background rotating in the other 
direction. Play too long and you get the feeling 
you're fighting in the middle of a merry-go-round. 

Where does it all leave us? Well, Tekken Tag 
Tournament should be a ground-breaking and 
breathtaking game, and it is — up to a point. 
Despite numerous shiny surface improvements, it 
never manages to be more than the sum of its 
parts — a highly buffed re-release of a classic 
game, with enough extras to make us happy, but 
more than enough flaws as well. 

Is it really that different from Tekken 3? No. 
Could the parallax scrolling and NTSC slowdown 
have been ironed out? With more development 
time, yes. Do new moves, an extra character, anti- 
aliasing, a bowling sub-game and that sublime tag 
option make up for it? Yes, with reservations. 

So: in no way should the hardcore Tekken buff 
expect miracles from Tekken Tag Tournament. But 
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1. LEI AND BRIAN 
One cop, one ex-cop 
zombie-style chap with 
big biceps. A perfect 
combination. 







Lei slams his feet into 
his unfortunate victim's 
chest and springs 
off-screen ready for 

his partner. 


Bryan makes a fantastic 
entrance and sweeps the 
feet away from under his 
rival, leaving them utterly 
defenceless. 





Paul takes on the 
might of Jin. He fails. 
Spectacularly. 
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TEKKEN TAG TOURNAMENT 


2. XIAOYU AND 
KUMA 

irl and her 

e formidable. 


A school 
bear can 
Honestly. 


Xiaoyu may look small, 
but she performs a great 
over the shoulder throw, 
slamming her rival across 
the screen. 





Whilst still recovering on 
the floor, Kuma falls from 
nowhere in the most 
devastating body crush 
imaginable. 


SPECTACLE SPEED 





Having scoured the game for hours on end we've come up with our top three tag- 
teams, guaranteed to get you face-to-face with Unknown in one piece. 


3. JUN AND EDDY 
The world’s hardest 
mum and a breakdancer. 
They aren't the best tag 
team you'd imagine... 


Eddy wraps his legs 
round his victim's neck, 
spinning and throwing 
them halfway to 
Kingdom come. 






In a move that would 
smash Tyson to a pulp, 
Jun delivers a crunching 
uppercut to finish the 
job nicely. 








For a complete list of moves for every character in Tekken Tag Tournament, turn to 
page 168 now! 


in no way should they boycott buying it, either. This 
is still a great, highly entertaining game. It's still the 
fighting game with the most replayability to it, and 
the most to learn. It's still got the most amusing, 
entertaining and varied bunch of characters of any 
fighter. And it's got that new tag option, which adds 
greatly to the thing's replayability. 

In fact, if there’s one thing to take from this 
review, it’s the joys of the tag element. You'll need 
to replay TIT ad-infinitum to find the teams suited 
to your fighting style. Tekken Tag Tournament has 
its problems, God knows, but just imagine what 
Tekken 4 is going to have to do to serve up 
anything significantly better. 1] Ben Lawrence 
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Baek is one of the least popular 


WETICE CRENEOTS 





brawlers, but he’s still a top fighter. 











Why we'd buy it 

- Tagging adds playability 
- It's the best beat-'em-up 
on PS2 so far 

- Nearly 40 characters 

- It's the best Tekken yet 





Why we'd leave it: 

- Resembles Tekken 3 far 
too closely 

- Diehard fans will notice 
the slow-down 









Tekken Tag is fantastically 
playable despite the bare- 
faced cheek of pretending 
to be something it clearly 
isn’t. Undeniably brilliant - 
but it could’ve been so 
much more... 








Graphics _| Anti-aliased and seriously refined 
Sound Thumping, bone crunching yet unintrusive 















Gameplay | Creamy and so deep you'll get lost 
| Life span | Think George Bums (seemed to live forever] 
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Back story 

If the N64 has one killer ap, 
it's GoldenEye - a superb 
first-person shooter of 
undeniable genius. The 
good news is that part of 
the team behind that game 
has now left N64 developer 
Rare to set up Free Radical 
Design, and bring first- 
person joy to PlayStation 2. 
Their first effort? The time- 
shifting madness of 
TimeSplitters... 


Prepare yourself for an adrenaline- 
x fuelled gaming experience that will 

have you laying your hands on a 

PlayStation 2, turning to the heavens 
and screaming ‘Hallelujah’ until your throat 
collapses. TimeSplitters is the game that Sony's 
world-conquering machine was made for - a 
frenetic, pumped-up 3D blaster with incredibly 
addictive gameplay, jaw-dropping graphics, an 
arsenal of awesome weaponry and enough options 
to keep you nailed to your PS2 for months. 

The TimeSplitters’ in question are an evil race 
of temporal scavengers who maraud throughout 
Earth's history, spreading chaos and destruction for 
their own sinister purposes. In their path is a 
disparate group of B-movie characters who must 
defeat them across various time zones to prevent 
the enslaving of mankind. True, there’s no great 
depth to the story line — with no cut-scenes to 
build up atmosphere — but developer Free Radical 
hasn't set out to make a movie. Instead, it's set out 
to create a full-on action blaster with the manic, 
kill'em-all mentality of id's superlative Doom. 

Levels are divided into themes of horror, crime 
and sci-fi, spread over a century dating from 1935 


Pat NIESEE 


TIMESPLITTERS 





to 2035. In an unusual move, the main Story mode 
in TimeSplitters has no single main character that 
accompanies you through the years — each 
different time zone features a unique pair of 
controllable personalities that reflect the period. 
Hence the 1935 Egyptian tomb level has dapper 
hip flask-swigging Captain Ash and society gal 
Lady Jayne, whereas the 1970 Chinese adventure 
features handlebar-moustached cop Harry Tipper 
and foxy Charlie's Angels lookalike Christine 
Malone. Although an admirable experiment, the 
lack of one unifying personality does make it more 
difficult to identify with the characters, and involve 
yourself completely in the atmosphere of the 
game. However, TimeSplitters is meant to be an 
arcade-style accessible romp, and the large 
repertoire of 18 tongue-in-cheek stereotypes does 
increase the fun you can have with the characters 
in multiplayer games. Who needs empathy? 

A minimum of three playable Story levels are 
available at any time, with three difficulty settings 
of Easy, Normal and Hard. As you gradually 
complete the different levels, further sets of three 
time zones are unlocked until you have a toy box 
of nine separate playable areas, which you can dip 
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TIME LEFT 
02,03 
BAG'TIMED RANK 


0:19.65 ‘tnt 


a 


cere 


Got the bag! 
Got the Raygun Carbine 


ing 


Beware! If you start to get a hazy red mist round 
the edges of the screen, you'll soon be knocking 
on death’s door so hard it hurts... 
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into at your leisure to unlock stuff like challenges, 
multiplayer maps, characters and cheats. 

Gameplay involves the simple task of retrieving 
an object and bringing it to a specified location, so, 
for instance, on the zombie-infested Mansion level 
your character has to return a murderer's remains 
to the gallows in order to end an ancient curse. On 
Easy setting, it's pretty straightforward — pick up 
weapons and unload rounds into both local foes 
and the various sneaky TimeSplitters themselves, 
who possess an unnerving ability to warp into the 
action anywhere and at any time. 

But with the Normal and Hard difficulty 
settings, a lot more planning has to go into which 
route you take, how you dispatch enemies and 
when to grab the limited health boosts and 
armour, because if you die you have to start the 
level again. And again. This makes TimeSplitters a 
heart-in-mouth experience, especially when you're 
Clinging to life, and desperately trying to get back 
to the designated finish point before psychopathic 
monsters hunt you down and kill you dead. 


© Tile = Item Light 


TimeSplitters’ Mapmaker 
feature gives PS2 owners 
the chance to design 
their own deathmatch 
levels, save them to 
Memory Card and swap 
with friends. 
™ NEXT PAGE 
® Select A Exit 


1. You start by choosing from a 
selection of 20 basic building blocks. 


TIME TRAVELLING JUSTICE 

Gamers used to first-person shooters on the 

PC may balk at having to use a Dual Shock 2 
controller, but after a few hours play the default 
system does start to make sense, using the 
analogue sticks to move/strafe/look around with 
@ and @ to fire — though all the buttons are fully 
configurable. An Auto Aim and Auto Lookahead 
feature have also been stuffed into the game to 
make it easier for beginners to get acquainted 
with the controls. 

Once the Dual Shock 2 has been mastered, you 
can enjoy dishing out some time-travelling justice 
with a collection of over 30 weapons. These 
include small pistols, Tommy guns, sniper rifles, 
proximity mines, laser-spitting futuristic repeaters 
and rocket launchers — most of which have an 
alternative fire mode {see Guns, Guns, Guns). Each 
weapon also has an analogue-controlled crosshair 
for highly accurate shooting — essential against 
zombies and mummies that can only be killed by 
blasting their heads clean off. 


RSA Delete 


Copy © x Mark 
Grab 


| 


2. Now place these blocks onto the grid. ; 3. Okay, now start to 


construct those levels. 


Delete 
Copy @ e 
Grab 
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TimeSplitters gives 
up to four players the 
opportunity to enjoy 
deathmatches and 
several co-operative 
games, including 
Capture the Bag, 

Last Stand and the 
bodyguard protection 
challenge of Escort. 
Computer-controlled 
‘bots’ can be 
programmed to 

be your artificially 
intelligent pals, 

ready to blast away 
at enemy characters 
or take you on at a 
manic frag-fest. 





4. Copy and paste to 
quickly build-up levels. 


5. Make horribly complex room and 
corridor configurations. 


As you'd expect from ex-Rare programmers, 
the level design is excellent, although there isn’t 
quite the invention and realism of GoldenEye, 
which immersed the player in completely 
believable, large-scale surroundings — such as a 
dam, moving train or Cuban jungle. TimeSplitters is 
consciously more ‘comic book in style, with many 
superb multistorey environments that have 
obviously been influenced by trashy low-budget 
television and film scenarios. There's the Chinese 
level, where you can imagine Bruce Lee high- 
kicking his way out of trouble, or Planet-X, which 
looks like the kind of world where Star Trek's 
Captain Kirk would snog a misty-eyed, miniskirt- 
wearing space beauty, seconds before she 
transformed into a hideous alien. Depending on 
the difficulty setting, each level gets increasingly 
complex, revealing larger, more labyrinthine areas 
and making it far tougher to complete. 

Populating these game worlds is a multitude of 
crazed freaks, mutants, aliens, hoodlums, soldiers, 
cyborgs and (er) stewardesses. Each of the enemy 
characters has been fantastically realised, so 


ight: Switching, medium Pha: 


6. Add lighting from a generous palette 
of colours and styles. 
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A wicked collection of challenges have 
been included to test your first-person 
shooter skills. The mini-games have you 
punching the heads off zombies, killing 
maniacal duckmen and chasing robots for 
a brain-in-a-box. 


6 41494 


/fEach level gets 
increasingly complex, 
revealing ever more 
labyrinthine areas// 


zombie cops have torn uniforms revealing half- 
rotted flesh, whereas goatee-bearded Egyptian cult 
members stalk ancient tombs in beautifully ornate 
costumes, each one topped by a neat red and 
gold fez. Fluid animation brings these characters 
to life, as they dodge bullets, throw grenades, leap 
out from the shadows or die clutching their 
wounds. The Al of the TimeSplitters’ adversaries 
has also been finely tuned, so some characters 
will run blindly at you firing a shotgun, while others 
will lie in wait, ready to emerge and let fly a 
barrage of machine-gun bullets. As you progress 
through the Story mode, you gradually learn the 
best way to dispatch each individual type of 
enemy, choosing the most appropriate weapon for 
each battle situation — such as a sniper rifle for 
long-distance kills, or the assault shotgun for in- 
your-face extermination. 


Reset Light 
Copy 
Set Light (9) ©) 


* 
Phase 
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7. Add objects such as weapons and 
health, then select your environment. 


GUNS, GUNS, GUNS 


And then more guns... 


There are over 30 weapons to get your trigger-finger 
itching, with everything from old skool pistols to 
futuristic plasma-belching cannons. An alternative fire 
mode is available on all guns, which, depending on the 
weapon, allows the player to ricochet bullets around 
corners or deliver grenades that explode on contact. 
Some of the available stockpile has a sniper mode for 
stealthier kills, and many can be used in pairs for 
double the devastation. 






i i, 9 180 
Raygun Carbine Plasma-spitting alien disintegrator. 


8. Try it out with a test run. Tweak, name and 
then save the whole thing to Memory Card. 
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Rocket Launcher It’s unwise to fire this in enclosed spaces. 
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Free Radical has 
created stunning and 
varied environments, 
such as a beautiful 
alien planet, haunted 
churchyard and 
medieval castle. The 
final Spaceways level 
has to be seen to be 
believed, with brightly 
coloured curving 
walkways, tongue-in- 
cheek posters, doors 
that swish open and a 
launch pad complete 


Nothing like a bit of desecration to spice up a 
videogame (above). Alien troopers warp into a 
level, looking for time-travelling trouble (right). 
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with rocket ship. 


1) 82 


TimeSplitters is a hugely satisfying single- Got no friends? Hey, not a problem - why not CHECKLIST 
; ‘ 7 P A F ial ci i Is everything you need 
player experience, but the multiplayer Arcade let TimeSplitters widen your social circle with an present an Sebel 


mode is just fantastic. With a PS2 MultiTap, you 
can enjoy a split-screen deathmatch involving up 


to four players, swearing and shooting at each After each fierce multiplayer skirmish, info is given 
other in a visceral, lightning-paced battle. Locations _ on topics like ‘Most Kills Without Dying’ and ‘Head 
for the 18 unlockable multiplayer maps are taken Shots’, plus there are player awards with titles oe 
from the Story mode levels, plus another nine including ‘Most Sneaky’ and ‘Hoarder’. A great [i Ed 
including a graveyard at night, a devastated option gives all participants in the Arcade mode an Mouse/Keyboard input 


building site and a supermarket, complete with opportunity to save their stats on memory card, so Comedy Robots 
stacked shelves and cheesy background muzak. a player's individual results can be kept as a 


Deathmatch isn't the only multiplayer 
challenge either — there are another five game 
types to whet your whistle. Stay alive in Last Stand 
for as long as possible while protecting a base, or 
Capture the Bag — a variation on the classic 
Quake Capture the Flag games — where the flag 
in question has been replaced with a small, 
pathetic holdall. More multiplayer mayhem can 
be had with Knockout, which has teams delivering 
an object safely to a location, and Bag Tag, a 
manic rush-about with the winner being the 
person who holds onto the bag for the longest 
time. However, the best addition is Escort, where 
one team has to safeguard a character through 
hostile territory while the other has to assassinate 
them by any means possible, resulting in much 
JFk-style japery. 


12 * 188 


array of computer-controlled ‘bots’ that you can 
program to be as dangerous or dumb as you like? 


permanent record of TimeSplitt-ing prowess. 


ICING ON THE CAKE 
Challenges are a cracking bonus when you 
complete the main Story mode on an Easy setting, 
These take the form of silly timed mini-games that 
include having two minutes to behead 50 zombies, 
and keeping hold of a robot brain-in-a-box for 60 
seconds, All the challenges are short, great fun and 
hellishly addictive, coming as a welcome breather 
if you're finding the Story mode too tough. 
However, the icing on the cake has got to be 
the inspired Mapmaker, which allows players to 
construct their own multi-level environments 
using the 20 available building blocks or ‘tiles’. 
Designing a map is simply a matter of arranging 
tiles, choosing the type of coloured lighting, placing 
items such as weapons and health, then finally 
deciding on the decor in a kind of sick and twisted 
version of Changing Rooms. Unlike many clunky 
PC level editors, everything has been simplified for 
ease-of-use, So gamers can cut and paste, copy, 
zoom in and out — all with the Dual Shock 2. Once 


//The deathmatch 
involves up to four 
players in a visceral, 
lightning-paced battle// 


























Supermarket 











A sneaky TimeSplitter, here about to 
get a taste of 21st Century justice. 





Spaceways is a 
beautiful backdrop 
for some serious 
interstellar violence. 


One of your undead, 
computer-controlled 
chums captures an 
enemy’s bag. 
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a map has been set in stone, you can then name 
it, select a suitable atmospheric piece of music 
and save the whole lot to Memory Card, expanding 
the life span of the game considerably. 

When you're playing TimeSplitters and gawping 
at the detailed background textures and polygon 
pyrotechnics on-screen, it's often hard to believe 
that the game is Free Radical's first PlayStation 2 
outing, Although the team hasn't used anti-aliasing 
to smooth out the edges, the game zips by at such 
a speed that you hardly notice the notorious 
‘jaggies’. Powerful explosions, sparks from 
weapon-fire, bullets that ricochet in all directions, 
atmospheric lighting and smoothly animated 
characters all contribute to a stunning-looking 
game that only rarely drops below a silky 60fps — 
even on four-way, split-screen deathmatches. 

The TimeSplitters soundtrack complements 
the game perfectly, with an eclectic mix of 
melodies covering Middle-Eastern flavours, kitsch 
sci-fi, horror movie histrionics and Chinese choons. 
Expressive and original sound effects finish the 
aural treat, stinging the air with ear-piercing 
Tommy gun-fire, plasma bursts, scorched metal, 
zombie moans, alien whispers and the death 
throes of unfortunate characters caught in the 
lethal cross-fire. 

Though it's been produced by a team of ex- 
Rare coders who worked on the stealth and 
narrative-led GoldenEye, this is a very different 
first-person shooter. The plot is paper-thin, and the 
characters are two-dimensional, but it was always 
designed to be a pick-up-and-play arcade 





experience. There are multiple enemies to scythe 
through with gunfire, evoking memories of the 
edge-of-your-seat mayhem of Doom — but without 
the amusing bloody ultraviolence. 

Free Radical has emerged as an important 
new games developer, producing one of the 
PlayStation 2's most exciting launch titles. Even the 
name TimeSplitters is appropriate, because you'll 
lose vast amounts of time playing it - begin a 
challenge and suddenly it’s four in the morning 
and you'll be falling into a fitful sleep haunted by 
insane shotgun-wielding humanoid ducks. Grab a 
copy now, for some of the fastest, most full-on 
fragging of this or any century. 1 Jamie Sefton 
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Why we'd buy it: 

- Blindingly fast frame 

rate 

- Meaty weapons 

- Cast of weird characters 

- Addictive split-screen 

multiplayer madness 


Graphics 


Gameplay 
Life span 


Why we'd leave it: 

- Slow loading times 

- Shallow single-player 
compared with GoldenEye 
- No blood and gore 

- No keyboard/mouse 
option 


[Fast smooth, detaled and ragiatve 5] 
[Atmospheric music and realistic sound fects [8 
[oui be payingtormonths | 
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Can you match the 
character with the 
correct time zone? 
Answers at the bottom. 


A 1985 B 1950 C 2000 
D 1970 E 1965 F 1935 
1. Dr Katje Nadir 


i 


ait Wouag 


2. Det Harry Tipper 


This hideous 

Dr Frankenstein lab 
is the setting for 
one of the excellent 
multiplayer levels. 
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TimeSplitters is a fun, 
frantic and inventive first- 
person shooter that every 
PlayStation 2 gamer 
should buy. Yesterday. 
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Ridge Racer returns. Namco's genius plus PlayStation 2’s power equals the greatest racer ever made. In theory... 
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Ridge Racer V is, naturally, 
the fifth in the famous 
Ridge Racer series. The first, 
a PSone conversion of a hit 
arcade game, gave spawn 
to Ridge Racer Revolution, 
Rave Racer (in the arcades 
only), Rage Racer and the 
previous ultimate, Ridge 
Racer Type 4, all on PSone. 





When Sony first created PSone, the 
project’s leaders knew they'd have 

to bring in some pretty heavyweight 
talent in order to get a company more 
famous for its Walkmans and TVs to be taken 
seriously as a games peddler. The game-brains 
they turned to belonged to Namco, and it was 
decided that the best showcase of the PSone's 
power would be a ‘perfect’ conversion of their new 
3D driving sensation, Ridge Racer. And now history 
is about to repeat itself. 

It's now five years on and Namco has been 
drafted in once more to work some launch day 
magic for PlayStation 2, this time with Ridge 
Racer V. No longer the only diamond developer in 
Sony's sceptre, Namco has been commissioned to 
provide a new Ridge for a new generation of 
machine — and expectations are high. 

RRV has its faults, and you've probably heard 
about a few of them already. But the first time you 
boot it up you'll be amazed, and probably wonder 
what all the moaning is about. It's fast, it looks 
great, it handles in a hilariously unrealistic fashion 
— in short, exactly like an arcade racing game 
should. Better than that, you'll find the more you 





play the more addictive it becomes and the better 
you get. Chuck in an atlas worth of long sweeping 
curves just made for cruising around and you're 
onto a winner. This is how a driving game ought to 
be and Ridge Racer Vis the latest, PlayStation 2- 
powered effort from the true masters of the art. 


CRASH COURSE 

The path from the game's beginning to its end 
sequence is carefully orchestrated, and will have 
you hooked from the first pad press to your 
eventual victory. It'll take some skill though. Unlike 
in Gran Turismo, opponents cannot be simply 
barged out of the way — if you get involved in a 
collision with another motor you'll invariably end 
off worse. This tends to happen a lot when you're 
trying to overtake the car in front to earn another 
vital place up the rankings — rather than slipping 





//Once again, Namco 
has delivered the 
perfect arcade 
powerslide machine// 


safely by, you're more likely to push your opponent 
further ahead instead. 

Ridge Racer's handling is legendary. After all, 
let's not forget that it invented the powerslide — 
the fine art of off-setting the momentum of your 
vehicle against the grip of your tyres, sending your 
car into a controlled slide allowing you to take 
corkscrew-tight curves at dragstrip speeds. Once 
again, Namco has delivered the perfect arcade 
powerslide machine. The accelerator is held full 
on, the bend is approached, the car is aligned nice 
and wide, Next the clever bit. The car is turned far 
too sharply into the bend, and a split-second later 
the brake is tapped, inducing a violent, biting turn. 
Now the money shot. The car is turned with full-on 
opposite lock, and the accelerator violently re- 
applied. The result is a car moving completely 
independently of the way it is facing, Now, as the 
tyres bite they propel the car forwards. Control the 
steering to keep the car directed on the exit of the 
bend and, if all goes well, you'll power out of there 
without any loss of speed. 

Things are made more complex by the 
provision of both ‘drift’ and ‘grip’ cars — there ar 
three of each to choose from at the start of the 
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MADE IN JAPAN 


A quick pit stop with the development team 
behind Namco’s Ridge Racer V... 


In every collision with the other cars you always come off worse. The 
lesson here is that skillful evasion is the key, not G7’s brute force. 


ELICHI SAITA, Ridge 
Racer V Game Designer 
and Senior Project Director 
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What were your main 
aims in putting a Ridge 
Racer game onto the PS2? 
| think the main thing we 
wanted to achieve was a 
game that brought out the 
same emotions that the 
original Ridge Racer 
provoked on the PSone. At 
the same time we've put a 
lot of new things into the 
game which only the PS2 
can allow. So, the cars 

and car mechanics are 

a lot more detailed, the 
backgrounds are more 
realistic and we could 
manage 60fps in real-time 
to bring out the ‘emotion’ 

of the game. 
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Why is the Ridge Racer 
series so popular in 
Japan? (So far Ridge 
Racer V has shipped 
600,000 units in Japan.) 
Partly because they know 
a new Ridge Racer game 
is always going to be 
brilliant! And | think many 
gamers look for high speed 
in a racing game, but they 
also want to have fun - 
Ridge Racer V has both of 
these elements. 


NOBUHISA MIKODA, 
Ridge Racer V Game 
Designer 
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Does Ridge Racer V have 
a different ‘look’ to others 
in the series? 

I've worked on Rage Racer 
and Ridge Racer Type 4. 

In these games there are 
elements that have been 
indispensable throughout 
the entire Ridge Racer 
series. It’s difficult to explain 
what they are, as they're 
intuitive to me. Mainly, | 
want the game to have 
‘high density’ - a gaming 
experience where you can 
really feel the atmosphere. 


Are courses based on real 
race tracks? 

There aren't actually any 
backgrounds in RRV that 
exist in the real world. We 
would certainly consider 
reproducing the real world 
in the future. That would 
prove to be something 
really interesting. 


. Racer V Lead Programmer 





KOHTA TAKAHASHI, 
Ridge Racer V Lead 
Sound Designer 
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Where did the cars’ engine 
noises come from? 

We actually went to a circuit 
and recorded the real car 
engine sounds. We also 
used several cars owned by 
our staff. Despite our low 
salaries, some of us own 
some very expensive cars! 


Where did the idea of 
having a radio DJ in the 
soundtrack come from? 
The voice of the DJ is Ken 
Augai, who is a real radio 
personality. The concept 
was to have a radio station 
on throughout the game, 
with a DJ talking in- 
between. It’s in English, 
because it sounded ‘cool’. 


JUN NAKAGAWA, Ridge 
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How difficult is the 
PlayStation 2 to 
program for? 

For Ridge Racer V it was 

a real challenge to get the 
graphics up to such a high 
level. Also many of the 
development tools we 

had from Sony were not 
complete during production 
of the game. 


A chestnut now. Why 
haven’t you included anti- 
aliasing in this game? 

It was something we 
wanted to put in, but due 
to various constraints we 
weren't able to do it as we 
had hoped. 


How have you changed 
the Al for Ridge Racer V? 
Compared to Ridge Racer 
Type 4, the driver Al is far 
more realistic. For example 
if you pass an opponent, 

it will move into your 
slipstream to try and pass 
you later on... 


The degree of fogging in 
two-player mode is 
surprising... 

It’s something that is 
difficult for me to talk about 
(laughs). The one-player 
mode is the main feature 
of the game after all. 
Unfortunately, It was a 
problem that just couldn’t 
be helped in the end. MG 
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RIDGE RACER V 


The game’s many modes, tracks, 
branches and options are a million 
miles away from the rough and 


racing game. Here 
Racer V breaks down. 


1-4 There are a total of seven 

m courses winding their way around 

Ridge City. As is the norm In Ridge 

games, these tracks share many 

corners and straights and each Is 

only ever around 60% original 

(except the Airport Oval - more later]. 
At the start of the game you must 


9-12 By the second Extra Grand Prix 
(unlocked by winning the Heroic GP] 
things are heating up. The Blast GP 
introduces another new track, and by 
now the opponent cars are not only 
faster, but more aggressive too. Here, 
rather than merely finishing in a 
‘qualifying position’ {ie, fourth on the 
first race, right up to having to win on 
the fourth and final race) you have to 
win every time... 


13-16 Just two more GPs to go now, 
and next is the Knight GP. Rather than 
introduce a new track, this GP takes 
place on tracks already raced - only 
this time reversed. This old trick, first 
pioneered in the original Ridge Racer, 
effectively doubles the number of 
tracks available in the game. It's 


By the end of the Throne GP you 
will have unlocked all the Car Design 
options, and all seven tracks are 
available in both forward and reverse 
directions in Time Trial, Free Run and 
Versus modes. Now go back and try 
with a different car or a different skill 
level - an extra GP awaits you if you 
get this far on Hard level, and there 
are a host of weird and wonderful cars 
to unlock. 


beat the Standard GP. The Free Run 
(where you can race on any track) and 
Time Attack (likewise, but against the 


surprising how different familiar 
bends are the other way round. 


clock} modes are not available yet. 
Firstly you have to prove yourself in 
four races each on a different track. 


17-18 The final GP, the Throne GP, is a 
bit of a cop-out, consisting of just one 
track, the Airport Oval. However, this 
is an entirely new track, sharing no 
sections with any of the others — it 

is, however, just a simple oval shape, 
with a fiendish bend on one of the 
straights. The speeds you reach here 
are incredible, and fighting your way 
through all 13 opponents within the 
ten laps allowed will truly test your 


5-8 After this you unlock the Free Run 
and Time Attack modes, plus the first 
of four extra Grand Prix. The first is 
the Heroic GP and it, like the others, 
consists of four tracks. Three are 

J repeated, plus a new one. It's worth 
noting that each time a track you've 
already raced upon reappears, It’s at a 
different time of day, so you don't feel a 
as though you're repeating yourself. 


stamina and nerve, particularly on the 
more difficult skill levels. 
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game. Drift cars can be flung into a powerslide 
even more easily than using the method outlined 
above. With the slippier cars it's possible to pretty 
much flip the thing out with over zealous use of 
the superbly sensitive analogue stick. It's a 
technique that's vital to master if you want to 
progress easily through the game. Ridge Racer V 
also features some thoughtful visual effects. Sparks 
fly from the bottom of the cars, headlights come 
on in the tunnels, and brake lights leave cool 
glowing trails behind them on the night and 
evening levels. In the daytime, bright sunlight 
realistically reflects off windscreens and bodywork. 

Surprisingly, it's right about now that things 

start to go wrong, So seemingly fond are they of 
their previous racing masterpiece, Ridge Racer 
Type 4, that Namco has not only taken its handling 
model, they've also stolen its game structure. Once 
again, cars, upgrades and, more importantly, tracks 
are unlocked by your performance in increasingly 
more challenging championships. This worked 


wonderfully in Ridge Racer Type 4, but surely It's 
big brother on PlayStation 2 should have been 
slightly more original? 

Unfortunately, Ridge Racer V just isn't as much 
of a looker as you thought it would be either. Just 
look at those jagged edges — anti-aliasing was 
promised, but it hasn't been implemented due to 
certain contraints [see Q&A). And then there are 
the borders. Often the product of half-arsed 
conversions to the PAL TV format, they mean that 
the smaller, Japanese TV picture sits in the middle 
of the more detailed UK TV screen, with black 
borders top and bottom. Ridge Racer V has 
borders. Just as the Japanese launch game was 
a rush job, so is this UK conversion, with its inch- 
wide black bars at the top and bottom of the 
screen. It’s this lack of attention to detail which 
makes you feel the game hasn't been thoroughly 
thought through. 

The worst is yet to come, though. Namco has 
thoughtfully included a two-player mode, but that 


ERM, PAC-MAN? 


Awaiting persistent drivers 
is one final extra car - the 
Pac-Man car. As you play 
through the modes and 
cars the game keeps a 
tally of how far you've 
travelled, and this agile 
little beauty, which races 
against spooky ghost 
opponents, is unlocked 
when you've raced a 
lengthy 3,000 kilometres. 


teehee Te 
Lote NEE 


Be good. Win stuff. 


Lurking in the Time Trial mode (where you race by 
yourself and notch up ever faster lap times] is the 
option to race against (and hopefully beat) one of the 
game's resident racing heroes. Times marked with an 
‘R’ on the Time Trial listings show that this Is a rival's 
time. Beat this and you'll race against them, with 
their special car as the prize. It’s just like the Devil 
and Angel cars at the end of the old Ridge Racers. 
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just serves to further show how rushed the 
development time was. Not only does this head- 
to-head version of the game compress the player's 
view, but everything from middle distance onwards 
is shrouded in a thick pea soup fog. 

In order to cater for a more hardcore UK 
audience, Namco has made the game faster and 
more intense. It's the same trick that was pulled 
with Gran Turismo, where the perfect Arcade mode 
was suddenly transformed into some kind of 
WipEout-beating adrenaline fest. In many ways 
this makes for a better game, increasing the 
exhilaration factor. Unfortunately, this appears to 
be a kind of substitute for other failings. It's a 
shame that the developers couldn't just deliver a 
nice, full-screen conversion of the Japanese game 
— with some improved, and less serrated graphics. 

Which leaves us with a great game that is let 
down by overly high expectations. The fact is, this 
is still the best handling, best-looking console 
driving game so far (until GT3 and WipEout Fusion 


get it together), but it’s not the new way of life we 
were hoping for. Expect it to entertain, and get that 
jaded old gamer’s heart pumping a little bit faster. 
Ridge Racer V is not great, it's not life altering, it's 
just plain old-fashioned ‘quite good’. That, like so 
many of the PlayStation 2 launch games, will just 





have to do for now. FJ Daniel Griffiths 
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Why we'd buy it Why we'd leave it Ridge Racer V will please 








- Fantastic sense of - Bad PALconversion as a launch game, but it’s 

genuine speed - Two-player mode fogging just not as good as you 

- Superb handling - Some jagged edges thought it was going to 

- Very easy to pick up be. Lack of originality and 

and play unforgivable graphical 
failings mar a great game. 





Graphics | Sharp and shiny. But is it too sharp? 26 
Banging choons, but repetitive commentary 
Superb structure and superlative handling [=] 
A month of playing and you'll have done it all 


me | =, 9 
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COLOUR 
ME BADLY 


Fog lamps and ‘dice’ 
optional... 



























Tired of racing? Played 
through with every team, 
with every car, in every 
event? Hey, why not get 
crazy with the felt-tips 
and personalise your 
motors? Yes, let those 

car graffiti urges run 

wild in the Paint Shop! 
While the results may 

not actually be any good 
they're always ‘distinctive’. 
Now, where was that 
‘undo’ button? 





Give it a casual glance and 
it looks great. Study it for a 
second, though, and you'll 
start to notice those ugly 
jagged edges... 


NEW ENTRY 


Enter the new world of Ridge Racer 


STAAT YOUR TEAMAS: 


Se Ele Sag rt. 1. SOlLUALOU 
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CARS AND TEAMS 


Choose your racing alter-ego... 


Just as in Ridge Racer Type 4, there are different teams to 
drive for and each has their own particular makes of car. 
In Ridge Racer V the actual team you pick corresponds 
directly to the difficulty level you choose at the start. 

Each team then offers six race cars, three ‘grip’ models 
and three ‘drift’ cars. The car you choose will be your car 
right the way through the game, receiving upgrades at the 
end of each GP. You never get to choose which you'll drive, 
but all are added to your garage for swooning over later. 
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information. 


DANVER’s workhorse delivers good power and decent 
handling 
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RENIEW 


Publisher: 

EA Sports Big 
Developer: 

EA Sports (Canada) 
Price: £44.99 
Players: 1-2 

Out: 24 November 
Web site: 
www-.easports.com 


OFFICIAL 


MAGAZINE 


STAR 
PLAYER 


Back story 

Developed at EA Sports 
(Canada), home of FIFA, 
SSX (originally: Snowboard 
Supercross) is Electronic 
Arts’ premier original PS2 
title, and the first game to 
be published under the 
new extreme sports label, 
EA Sports Big, If its 
breathless brand of 
snowboard shenanigans 
proves successful — and it 
should — expect SSX 2001 
this time next year. 
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Whoooosh! If you were to summarise 
x) SSX in one word, that would be it. This 

is a game that takes your breath away, 

pulls the ground from beneath your 
feet and tosses you headlong into a snowdrift. 
The chairlift takes you to the top of a snowcapped 
peak and then casually tips you off the edge, 
leaving you to fend for yourself as the world flies 
past your ears at 100mph. It’s all downhill from 
here, my friend. 

Then suddenly, almost intuitively, you're 
weaving through the icy chicanes, sweeping 
through drifts, leaping over chasms and pulling 
elaborate stunts for good measure. You are at one 
with the snow. You have tamed the mountain. Until 
the game suggests another course, higher, faster, 
longer and littered with even more indomitable 
obstacles than before. And so the cycle of SSX is 
set in motion. By this time, the game will have you 
in its mesmerising grip until you've unlocked every 
hidden rider and performed every damn trick in 
the book. And more. 

SSX is an absolute joy to play. The analogue 
control stick floats perfectly under the thumb, 
allowing your chosen boarder to zig-zag evenly 
through virgin snow. When this masterful sense of 


Rene 


//SSX makes no 
tiresome claim to be 
the ‘real snowboard 
simulator’ // 


control is combined with the game's peerless 
sound effects, you really get the impression of the 
board cutting into ice or losing momentum as it 
ploughs through a shower of flakes. The detail is 
phenomenal, and everything feels just ‘right’. 

Yet SSX is not a realistic game. It makes no 
tiresome claim to be the ‘real snowboarding 
simulator’. Its creators know that, in the confines 
of a videogame, you can fashion something 
greater than reality. SSX’s courses are stupendous 
constructions, full of colour and personality which 
beg for you to pull outrageous airs off their many 
jumps. The Tokyo Megaplex course is based upon 
the design of a giant pinball machine, while the 
Aloha Ice Jam track is carved into the side of an 
iceberg. In Hawaii. Frankly, you can take your 
realism and shove it up your Gore-Tex sweater. 

There are two distinct paths to glory in SSX. 
The first is through the pursuit of speed alone, 











Multiplayer racing is 
intense — the rider in 
front is never allowed 
to get too far ahead. 





Smash the snowflakes — 
and you’re showered by 

pretty bursts of light. Ob, 
and your trick points are 


multiplied too. 


Gurning for the 

camera half-way 
through a 360° flip? 
Now that’s style. 


Half-pipe and flippers: 
Tokyo’s pinball-themed 
course is, er, wizard. 


beating five CPU opponents to the bottom of the 
hill. In Race mode, the discovery of short cuts is 
crucial, and the more complex the course, the 
more multiple routes there are to be enjoyed. 
Finish in the medals (after a quarter and semifinal) 
and you unlock the next course. 


ONE GOOD, FOUR BETTER... 
To become a true SSX all-rounder you'll need to 
master each mountain in Showoff mode, which is 
arguably a much harder task. You're required to 
rack up points by performing all manner of stunts 
at every available opportunity. As is the convention, 
the more ridiculous the name [iffy Stiffy, with a 
Chicken Salad — cheers], the greater the point 
value. Huge cliff drops positively invite multiple 
somersault combos, but you'll need to take every 
tiny opportunity to air in order to progress. 

The lasting appeal of the one-player mode is 
assured by the sheer diversity of the six courses 
and their potential for exploration. It’s always worth 





chancer. He’s always up for a rumble. 


trying to shave seconds off a time or pull ever 
more stunning tricks, because those few additional 
points gained can unlock more riders. This is a 
greater reward than usual, because each boarder 
boasts a strong personality. Current office favourite 
is Moby, the transatlantic Brit (think Spike from 
Buffy for accent, Lennox Lewis for looks) who 
taunts enemies with a terse ‘in your face, mate’ 
and appears to shout ‘bollocks’ when he loses. 

Naturally, the most intense battles will be 
fought against your mates in two-player mode. 
This highly impressive split-screen sacrifices none 
of the speed of the single-player, and despite the 
length of the courses, the intervention of CPU 
boarders means that the field always stays tight. 

SSX is easily the best snowboarding game ever 
created. It makes the Cool Boarders series look 
risible by comparison, and it’s already pissed on 
the parade of Konami's Winter X-Games and 
forthcoming Capcom effort Snowboard Heaven. 

Ignore the Nintendo bores still droning on 
about 1080° - let them go hungry waiting for their 
mythical GameCube. SSX is an irresistible taste of 
the future right here in front of your nose. It 
breezily contradicts the anti-PS2 manifestos of 
sniping rivals by looking fantastic, shifting frames 
like nothing on earth and being bloody great fun to 
play. Buy it, play it and find yourself ecstatically 
high-fiving every stranger you meet between now 
and Christmas. 1) Sam Richards 



























we'd buy it 
- Lashings of style 
- Imaginative courses 
- Vast library of tricks 
- Top two-player mode 


Why we’d leave it: 
- We wouldn't 


Meet Moby, SSX’s in-house transatlantic mockney Try to perform all the stunts in your trick book in 
order to unlock new boards and outfits. 





Cool secret routes 
include this train 
tunnel, ideal for 
railslides. Literally. 













Ahead of its time 











Gameplay | Smooth, accessible, but loads to learn 
Life span _| Plenty to discover 
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He didn’t just say that, 
did he? 


As well as persuading the 
commentator to excitedly 
utter the word ‘stiffy’ 
(a@a+a+@), here's how 
you make him say some 
other strange things in 
the pursuit of correct 
snowboarding argot. 








@+@+@: ‘Skinned 
Flying Squirrel’ 





@+m+m@+m+@: 
‘Unethical Experimental 
Air 





@+@+a+@: ‘Canadian 
Back Bacon Air’ 
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SMUGGLER’S RUN 








Publisher: Rockstar 
Developer: Angel 
Studios 

Price: £39.99 
Players: 1-2 

Out: 24 November 
Web site: 





Smugglers Run developer 
Angel Studios is not new 

to the racing genre - it's 
responsible for developing 
the award-winning Midtown 
Madness on the PC. For 
their PS2 debut, the team 
are releasing two new 
racers, Smuggler’s Run and 
Midnight Club. How do they 
fare on this platform? 


GARAGE 





Choose your smuggling vehicle from the garage. 
There’s a choice of six growling monsters. 
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Where would gaming (or films, for that 
matter) be if they couldn't exploit the 
illicit thrills of a life of crime? Serious 
law-breaking is not a wise real-life 
career move, but in the fantasyland of gaming, 
anything goes. From the safety of your sofa, what 
does it matter if you get caught? Just start again. 
In recent years, GTA, GTA2 and Driver have all gone 
this route on PSone, and with great success. It's no 
surprise, then, that big brother PS2 should seek to 
offer the same titillation from the word go. 
Developer Angel Studios must take a large 

chunk of the blame for leading our new black box 
astray. Both of its European launch titles, Midnight 
Club and Smuggler's Run, involve very fast and 
very illegal driving, But where Midnight Club takes 
to the grimy city streets of London and New York, 
Smuggler’s Run heads for the dusty tracks, shacks, 
and cows of Hicksville, USA. In this incarnation the 
lawbreakers are Dukes of Hazzard-type hillbillies - 
inbred maybe, but not actually bad. The vehicles 
they drive —- monster trucks and souped-up 
buggies — are the kind you'd see being lovingly 
polished up by a hairy man called Gunther. 

* In your redneck truck you have to pick up 
contraband then drop it off again, all the while 


Bo 


8 ke (exe) 


avoiding assorted bad guys: chiefly rival hillbillies, 
state troopers and the CIA, who want your stash. 
The Al of your pursuants is so well tuned that you'll 
find yourself getting continually nailed or arrested. 
Annoying — but it just makes it all the sweeter 
when you finally manage to outrun them. 

Gameplay is spread over three colossal 
themed landscapes, incorporating forest, desert 
and snow that blend slowly from pine clad hills 
into tundra on the Mexican border, and mountains 
on the wintery frontier with Canada. Littered all 
over the playing areas are numerous interactive 
objects that are constructed with reality based 
physics. Smack into a stone and your vehicle 
breaks a little; drive into a fence and it breaks a bit 
more. Fortunately, not all elements lash out when 
driven over — the tumbleweed and grass appear to 
be there just for decoration, as do icicles and 
snow on the trees. 


//The size of the gaming 
environment is one of 
Smuggler’s Run’s most 
impressive aspects// 












The huge gaming areas are themed into lush 
forest, arid desert and a wintery snowscape. 


The size of the gaming environment is one of 
the most impressive aspects of Smuggler’s Run - 
it’s possible to pinpont a house way off on the 
horizon that could be the equivalent of five miles 
away and drive to it. The environments are totally 
free roaming — a factor that lends a great 
impression of freedom, and is a hopeful nod 
towards the future of PS2 gaming. The landscapes 
feel solid, and there is no discernable pop-up — 
something that is still appearing in other PS2 
racers like Ridge Racer V and Wild Wild Racing. 


LETS GET PHYSICAL 

Angel Studios also appears to have worked hard 
on the physics engine, which effectively simulates 
driving dynamics over different surfaces. It's easy 
to reach full revs on asphalt, but not on the sand 
or snow. Try and drive on ice and you spin and 
slide; plunge into a river and the currents will 
make it difficult to get out again. 

The vehicles themselves handle differently 
depending on their size and speed. For example, 
the SUV feels heavy and less prone to slides, but 
the lighter and more responsive buggy is quicker 
on corners and traversing the slopes. Collisions 
produce a satisfying jolt on the Dual Shock 2, and 
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Fun and frolics in the two-player mode - 
it’s like some barking mad cross between 
Cannonball Run and Wacky Races. 





You clearly have 
been a very, very 
naughty smuggler. 





As the camera pans in, you'll see the layout of 
the land and where your enemies are positioned. 


Ah, enjoy the mountain air, take in the panoramic views, 
admire the dramatic sky. Then drive your jeep off the edge. 


er 
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the more damage you incur the more body panels 
and tyres you lose. In fact, by the end of most 
levels you'll find yourself driving around in nothing 
but an engine attached to wheels and a seat. 

Mission difficulty is set at just the right level. 
Some of the courses will initially seem impossible, 
but each time you restart you'll find yourself 
progressing a bit further. The only drawback being 
that the challenges start to feel similar, with only 
the terrain and the local enemy changing. 

Unlike other games of this genre, the tasks are 
surprisingly tame. No-one gets harmed, there are 
no guns, and often your role is nothing more than 
a delivery boy. The packages you must distribute 
vary from military hardware to a more bizarre Ming 
vase, Even when your sadistic streak comes out 
and you run an innocent farm-hand down, they'll 
just bounce off the bodywork like scarecrows, 
while cows scatter when they hear you coming. 

If you find yourself getting tired of the Mission 
mode, grab a friend with criminal inclinations and 
challenge them to the riotously manic two-player 
melee. Like a huge game of dodgems, you 
compete against six Al vehicles to deliver one 
item of contraband. Get smashed into and you 
lose the booty. 

Smuggler's Run creates it's own little niche. 
Off-road racing and bootlegging compliment each 
other well, but this game doesn't quite cut It as a 
crim-sim like Driver. It's just too nice. Enjoyment 
will come, though, if you're prepared to sacrifice a 
commitment to criminality in favour of the more 
simple-minded, if puerile, pleasures of driving into 
livestock, knocking down fences and wrecking 
graveyards. 1) George Walter 
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| SMUGGLER 'S RUN 

Why we'd buy it: 


- Massive gaming arena 
- Some intelligent 
graphical touches 

- The vehicles respond 
with great realism 

- Atop notch soundtrack 
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Why we’d leave it: 
- Missions can become 
slightly repetitive 

- The idea isn't exactly an 
original one 
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You'll be competing 
against some very 
nasty gangs. So watch 
your back... 





The O’Gradys 

The O'Gradys are Irish. 
And alcoholics. And 
they're also nasty 
inbreeding cannibals 
who live in caves. 





The A20s 
This motley crew are 
led by a Columbian 
psychopath and have 
a healthy dislike of all 
things American. 





TALE 


The Forgotten 

This is your team. Led by 
Gordon Temple, an elusive 
cigar smoker. Specialise in 
vehicles that offer good 
handling and high speed. 


Quebecois 

These add the Gallic 
arrogance to the game. 
They're very strong and 
hate the English. 





The Sierra Cartel 
Mexican lowlife, captained 
by a mean ass beeyatch 
called Conchita Gonzalez. 
Shouts ‘Amigos’ a lot. 


A launch game that looks 
how you expect a PS2 
game to look. Impressive 
both graphically and 
technically, and, most 





Crisp, smooth and solid 
Turn the music up and engine noise down 
You'll play it loads 
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Great two-player mode and lots of missions 
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READY 2 RUMBLE: ROUND 2 


Publisher: Midway 
Developer: Midway 
Price: £39.99 
Players: 1-2 

Out: 24 November 
Web site: 
www.midway.com 


Back story 

A version of this catalogue 
of insane, highly caricatured 
fighters made its original 
appearance onthe . 
Dreamcast as Ready 2 
Rumble. Originally intended 
for DC only, a PSone version 
followed in 1998 due to 
public demand. And the 
rest, as they say, is history. 
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It's a sure sign that you're doing 
x something right when Wacko Jacko 
phones your offices asking whether 
you'd mind awfully if he could appear 
in the sequel to a game he so dearly loved. 

Considering the utter lunacy with which Ready 
2 Rumble operates, it's a bizarre request from the 
plastic popster, and a miracle that the ghastly 
things the developers could have subjected him 
to have somehow failed to appear. Surely all those 
punches to the skull must have tempted some 
wag to design an animation where his face slides 
comically off his chin? But no. Still, no matter how 
disappointing it is that they've overlooked the more 
obvious laffs excessive plastic surgery offers, just 
about every other potential gag has appeared. 
Make no mistake: this is a very funny game. 

The original Ready 2 Rumble made its debut 
back on PSone many moons ago, and smashed 
itself a new niche with the ferocity of a steroid- 
fuelled Mike Tyson. Whereas previous boxing efforts 


(and boy, were they efforts) like Knockout Kings 
and Victory Boxing were grimly serious affairs, 
Ready 2 Rumble presented the game as some 
crazed circus, full of blown raspberries and 
schoolboy japery. It was potty humour, but 
perfectly judged — and the end result managed to 
work as a very effective fighter, despite the manic 
surface goings on. Now, with plenty of new 
characters to introduce and the power of PS2 to 
push it onwards, Ready 2 Rumble is back. Just as 
silly. And just as effective. 

The animation is, without doubt, the first thing 
you notice about this game. Not only do its boxers 
come polka-dotted with all the cosmetic trappings 
you would expect from the sport — cauliflower 


/Mer breasts slop 
around her frame with 


hypnotic regularity// 


Ready 2 Rumble: Round 2 welcomes 
back many familiar favourites, but 
introduces plenty of new faces too. 





ears, hairy backs, pulverised noses and other 
distinctions only a mother could love — but they 
move with a scintillating fluidity. They bend and 
contort with such grace, Ali's famous boast — ‘float 
like a butterfly, sting like a bee’ — can't help but 
spring to mind. The hilarious design, and effective 
polygon construction of the characters, also lends 
massive weight to the comedy of the game. 


LAZY JELLY 
Mama Tua, a cross between a hot lovin’ lardy 
dominatrix in need of a shave and Judy Finnigan 
at the National TV Awards, is a particular figure of 
fun. Her breasts must consist of a good few 
thousand polygons each, and have the consistency 
of a lazy jelly. They slop and wiggle around her 
frame with hypnotic regularity. They're quite 
enchanting. And she’s not unique — all characters 
in the game have their own memorable traits. 
But though the construction and handling of 
characters is second to none, the lighting and 


Not even mighty Shaq can withstand a super blow to 


the belly. Soon he'll be crying like a big girl’s blouse. 


Q&A 
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OPS2 takes five with Shaquille O’Niel (yes, that Shaquille O’Niel) to speak 
Ready 2 Rumble, Resident Evil and why he’s sacred of Michael Jackson... 


m 
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You could have been 
in any game you 
wanted. Why R2R? 
‘Cos I'm a fighter. In the 
NBA | don't show my 
fighting skills, but | used 
to practice boxing with 
Billy Blanks (former 
world karate champion). 
Michael Jackson is a 
terror in this game. He's 
got some illegal moves. 





So you don't fight 
dirty then? 
No. Grace, power, skills. 


How do you feel about 
racial stereotyping in 
this game? 

| don't look at it like 
that. There are blacks 
whites, ladies, guys... 


You've just ‘fought’ 
Afro Thunder. Was it 
good beating him? 
Yeah, he talks too much. 
But | really want one of 
those scary Resi Evil 
type games. Just 


He may talk tough{ish), 
but this cowboy’s as 
camp as a tent. Play 


with people’s prejudices, 


then lamp them into 
next week... 
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walking through a 
deserted city, looking for 
stuff to pick up and 
jumping out windows. 
There'd be a thousand 
different stages. 


You like being scared? 
It's not that | was 
scared, It's that in Resi 
you don’t know where 
como e) a] 11-) mi Comele) 


So it’s got to be 
intense? 

Y'know, when you're 
dealing with a game 
for children you've got 
to capture their minds. 
Games like Pong and 
Pac-Man grab me 


How much time do 
you spend playing 
games? 

I'm not going to lie to 
you guys and say | play 
a lot. But I've got some 
coin-ops down my 
house, Double Dribble 
was always my game 


Do you have any 
interest in doing 
music for a game? 
If they'd asked me it 
I'd do it. I've done five 
albums, so I'm just 
chillin’ out right now. 


Were you impressed 
when you saw 
yourself in R2R? 

I'm glad that they still 
made me sexy. Like | 
am in real life 


Do you think R2R:R2 
is going to blow 
people away? 
Definitely. As soon as 
people hear Michael's in 
the game.. 


So you're scared of 
Michael Jackson? 
| tell you, man, it ain't 
fair what he can do. 


Do you ever play as 
any other characters? 
No. Just me. They 
caught my power. PF 


Michael Jackson takes on Shaq, complete with his 
trademark white glove (if a bit bigger than usual). 








* mA PRESIDENT 











































So this is how the First 
Couple sorted out all 
those unpleasant 
marital problems... 


1. The First Lady goes 
ballistic, catching Twitchy 


Your eyes do not Pants with a killer left... 


deceive you. You're 
looking at Little 
Rock’s finest taking 
on a hideous nine- 
foot snowman. 


shadowing doesn't compliment the action as well 
as should be expected. Shadows falling across the 
boxers’ shoulders look forced and hard, while 
some dubious shading is apparent in the flesh 
tones, especially on the characters with paler skin. 
It's as if, at times, they are wearing stripey 
translucent jumpers. In fairness, this isn't 
bothersome most of the time, but these glitches 
are indicative of an annoying slight lack of polish 


2. Then she wallops his 
cigar-chomping gob 
again with a stronger left. 












that the game demonstrates throughout. 

Still, whatever our criticisms, the gameplay 
continues to shimmer. The Al works fine, though 
it's a little odd — most of these characters aren't 
exactly the sharpest tools in the shed. If they're 
being pummelled in the face, it can take three or 
four smacks before they react and become 
defensive, but by then you've probably charged 
your ‘RUMBLE-o-meter and given them new 
residence on the Hubble space telescope courtesy 
of a walloping uppercut. 

They make up for this mental thickness in the 
joy of their moves, though. Nimble, irresistible and 
dazzlingly addictive throughout, learning the moves 
attributed to each fighter is one of the high points 


3. Mr ‘It Doesn't Count As 
Real Sex, Guv’ ducks his 
missus’ killer blow... 


4. Only for Noo Yoik’s 
finest to land a right 
hook, smacking his smug 
face in. Going down... 


ea s5 


Pee NIL 


READY 2 RUMBLE: ROUND 2 
he : : ‘ 






Many of the characters have peculiar ways of 
charging up their RUMBLE meters. This one 
involves somersaulting. Why, of course. 


If you’re serious about 
your boxing you need 
training. Grab your skip 
rope, pull on your 

plod pio enero 
and enter the sweaty 
world of your very Pere nOre 

own gym. We've graded Good For: Stamina/ 
each piece of kit on our Endurance/Dexterity/ 






Go on, give your 
Grandma a nice 


special machometer, Experience big ki 
depending on how Bad For: Strength BS MISE: +0 
much of a hero you Score on the macho 

feel using it... scale: 





2. SPEED BAG 3. HEAVY BA 

Good For: Strength/ Good For: Strength/ 

Endurance/Experience Stamina/Experience bi sy 

Bad For: Stamina/ Bad For: Endurance/ isan 

Dexterity Dexterity i ‘ ‘ , 
Score Gaithalneehe Senrscon tonache And hello, Mrs Two Ton Bag Of Blubber In A Bunny Suit. (Knockout Kings, this ain't...) 


scale: scale: 









of the game. A Moonwalker-era Michael Jackson ‘RUMBLE’ appears on screen, you can unleash 
not only wails and shrieks like a demented your special moves. Keep up the pace and your 
baboon, he moonwalks in battle. Fellow real-life RUMBLE glows red hot, eventually turning silver. 
se > fighters Shaquille O'Niel and a certain Arkansas It's at this point you can deliver such a 
4. SWAY BAG 5 SOMBLE PADS politician are also hilarious parodies. spectacular punch as to have your opponents 
Good For: Stamina/ Good For: Endurance/ There are some new characters too, including whistling through the air and out into the 
Bad Forsueray pad Pere tory Frene E Deke, a crazed Canadian Mountie who audience. Of course, it's an instant KO. 
- Endurance Stamina displays a nervous technique that sees him Close quarter scraps are a different matter. 
Score on the macho Score on the macho lashing out in a windmill style. It's reminiscent of The boxers have the ghastly knack of blending 
S280 scale: watching schoolgirls fighting. He even gets in a together when in close proximity. Watching the 
paddy when his fist fails to make contact. space between a battling duo is like spectating at 
¥ “ As with the original Ready 2 Rumble, the an octopus disco. It's sheer luck if you land 
hagecaes ty more point-winning punches you land the higher anything significant in this position, so sly 
a low blow to the your ‘RUMBLE-o-meter’ grows. Keep fighting and uppercuts, hugging and crafty belts to the belly 
A ¥ nuptials shows she it'll keep on growing. And growing, Once the word are sadly absent. Polygons mix together, and at 
GFRUNEIE AEROBICS 7 WEIGTTLETING means business. times you'll find yourself putting your fist straight 
Good For: Endurance/ Good For: Strength/ c. wALEnT see . a. BiweeA through someone's shoulder, or falling through the 
Dexterity/Experience Experience 3 otherwise totally convincing ropes, complete with 
nme For: Strength/ Bad For: Endurance/ physics that add true elasticity to their movement. 
tamina Dexterity 7 
Score on the macho Score on the macho As with the skin texture glitches, this is another 
scale: scale: 


disappointment — especially when so much 
attention has been lavished upon creating 
movements and fighting techniques. 

To keep yourself ahead of the game, and 
hopefully away from the Siamese twin-effect 
close-up punch-ups, you may want to try your 
hand at some training. Luckily it's not only useful, 
it's also highly entertaining. 
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//R2R: R2 is a brutally 
brilliant game — even 
with its flaws// 


Training your boxer takes place in your gym (a 
warehouse complete with rats and a leaking roof} 
where you're trained by a buoyant young thing 
named Julie. She ‘Jane Fondas' you into shape 
with Yankee hollers of encouragement that make 
you want to deck her, but whether you're jumping 
rope or hauling weights, each of the seven training 
events are slices of entertainment in themselves. 
Much of it involves Beatmania-style button 
bashing and precision timing. And then there are 
the highly suspect ‘vitamins’ you can win through 
prize fighting, which boost your performance. 
Together they add a depth to the game that the 
PSone incarnation was sadly lacking. 


A KNOWING WINK 

At the end of the day, of course, Ready 2 Rumble: 
Round 2 is not a serious rival to such beat-'em-up 
heavyweights as Tekken and DOA2, but something 
very different: the guys at Midway have been 
rather clever here. As it stands, this game has no 
real competition — instead it's opted for a 


Ingenious: a boxing robot with a punch bag for a head. That’s got to be worth an extra mark by itself. 





slapstick approach that pays dividends in every 
way imaginable. The beauty of Ready 2 Rumble 2: 
Round 2 is that the gameplay is just intense and 
playable enough to add weight to the real areas of 
interest — the looks, sounds and humour. When 
something's delivered up with a knowing wink like 
this, you tend to forgive just about anything. 

So yes, R2R: R2 may be short-lived compared 
to other beat-'em-ups. It may have a couple of 
irritating graphical glitches. But even with all its 
slight flaws, it remains a brutally brilliant game. A 
definite recommendation for the foundations of 
your new PlayStation 2 game collection — despite 
everything. (] Ben Lawrence 


READY 2 RUMBLE: ROUND 2 
eee 











Why we'd buy it 

- It's daft as a brush, 
highly comical and 
thoroughly playable 

- The animation is also 
highly impressive 


Why we'd leave it 

- Not too much depth of 
gameplay, and the appeal 
will wane 

- Jokes have a habit of 
only being funny the first 
time you hear them 


A great ‘pick up and play’ 
title, but it can’t compete 
for long-term thrills with 
the likes of Tekken. Mind 
you, Tekken won't have 
you wetting yourself 
with laughter. 





Graphics | Comical, crisp and superbly animated 





Sound | Crunching Does full justice to the game 





Gameplay | Fun at first but becomes worn 








Life span | Short. But you will play it and come back to it |@6 
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With Mr Roboto cornered, it’s time to go in for 
the simple-but-effective ‘Reach round the back 
and whip his Duracells out’ move. 
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SUPERS THER Ses 


As skilful as Joe Cole, as entertaining as Di Canio and as long lasting as Stuart Pearce. All hail the latest ISS... 


Publisher: Konami 
Developer: KCEO 
Price: £39.99 TBC 
Players: 1-4 

Out: 24 November 
Web site: 
www.konami.com 


Back story 

The first PS2 incarnation 
of what is quite rightly 
regarded as the pinnacle 
of console football games. 
However, a lack of licenced 
players and ultra realistic 
gameplay - too much so 
for most neophytes — has 
always left this series in 
FIFA's shadow. Thankfully, 
Konami has addressed 
most of these problems 
with a new ISS, retooled 
for PS2 and ready to open 
its turnstiles to a new 
generation of fans 
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If life was a bit more balanced than it 
x is, International Superstar Soccer 
would have gained the recognition it 
truly deserves by now. Historically, and 
across numerous videogame systems, It has 
consistently outplayed the FIFA series, introducing 
shimmies, precise long balls and some of the best 
build-up play outside the Premier League. 

Yet FIFA, and its constantly updated team 
sheets, remains the dominant breed. The battle is 
much akin to pitching, say, Five against Travis. Both 
are recognised bands, but there can be few that 
would argue that Travis - seeing as they play their 
own instruments and everything — are maybe 
more deserving of their success. But if only the 
Scottish lads could dance in formation... 

Like Five, a lot of FIFA’s success can be put 
down to its glossy production values — something 
ISS has previously failed to match. While the EA 
series is cunningly promoted through the year's 
most celebrated player on the box, and annually 


updated Premier squads, Konami's games have 
always made do with fictitious teams and players. 
Couple that with gameplay that makes you work 
for every goal, and it’s perhaps no surprise that ISS 
has never gained mass-market acceptance. The 
fact is, until now only the console cognoscenti 
knew anything about it. This time around, however, 
Konami is ready with a counter attack to raise its 
awareness, and has two strikers ready to batter 
FIFA’s defences. One is that it now has a long- 
awaited FIFPro licence to add player names to its 
International squads. More radically, it's become a 
more arcade-based, and thus goal-laden, game. 
The move from previous PSone versions — all 
midfield tussles and speculative crosses — to a 


//Radically, it’s become 
a more arcade-based, 
goal-laden game// 


“AND IT ALL HINGES ON THIS MOMENT...” 


England 2 Portugal 2 

During this Euro 2000 qualifier, the teams were locked 
together. Here's your chance to change history and send 
England through. (Subbing Gary Neville should do it.) 


\ SELECT SCENARIOS 


| FRANCE 


ITALY | 





Italy 1 France 1 

The Euro 2000 final has gone into extra time, with 
everyone waiting for the Golden Goal. Having lost their 
initial lead, can Dino Zoffs boys still lift the trophy? 


That'll be the French winning again, then. ISS’s FIFPro licence means 
the game now features real players to go with its real teams. At last... 





more immediate passing and shooting game could 
have been dangerous, if it wasn’t for the skill of 
Konami's team. With the PlayStation ISS squad 
now busy on a PS2 update of the more strategic, 
hardcore and traditional ISS Evolution — due for 
release in 2001 - the team behind the kick 'n’ run 
Nintendo 64 version has taken the reins of this 
first PlayStation 2 version. However, fears of a 
game that is reduced to an overtly simplistic level 
are soon allayed. This version mixes the instant 
gratification of the Nintendo games with the full 
gamut of searching passes, flick-ons and back 
heels of the PlayStation range - the best of both 
worlds, in other words. On paper, ISS finally has a 
front line almost equal to FIFA’s. The end result, 
while slightly too shallow for ISS purists, should be 
a serious hit — it beats FIFA at its own game. 

The beauty of ISS is that it's a game in which, 
as with the real thing, you improve with every 
match. Although play initially centres on the basic 
elements of passing, shooting, through-balls and 


ISS includes a series of scenarios in which players assume control of a team during the turning point of a historically significant match... 





SELECT SCENARIOS | 


2adHalt 20min. 


YUGOSLAVIA 0-3 SLOVENIA 


Yugoslavia 0 Slovenia 3 

Mastermind one of the greatest comebacks of all time. 
It's 20 minutes into the second half, Slovenia feel safe, 

but the Yugoslavian team just won't lay down and die... 







PHOTOGRAPHY: ALLSPORT 


Umbro sponsorship provides another level of 
reality to ISS in these brand-heavy times. 


Tete IUaTt C- 
[ERR BOTHER 


Tel’s known for the head wound he received in 
the run up to Italia '90. From his comments in ISS, 
the cut did more damage than originally thought. 


As a shot sails over the bar... 

“Ooh, maybe he should have picked his spot 
better. Still, if it had gone in we'd all be calling 
him a genius.” 


Italy are 2-0 up over Germany with two 


minutes played... 
“Neither team has really excelled yet, and both need 
to start attacking more.” 


So what will he do with this free kick, Te 
“Well, the important thing Is to hit the target. 


The half-time whistle blows. 
“The game isn't over yet, not until the final whistle.” 


Although not OPS2’s preferred camera angle, these close-up shots show ISS’s improved 


Ye 


How toplay .© 


lobs, with the occasional header thrown in for 
good measure, beneath this basic smattering of 
controls lurks a much more involved beast. 
However, it is to Konami's credit that the many 
moves on offer never compromise or clutter the 
gameplay. Instead, these basic skills are all duly 
worked with the secondary buttons. Feints can 
now be used to confuse an encroaching defender, 
Wimbledon-style long balls can be brought down 
on the shin and hit first time, while elegant one- 
twos and chipped returns all become second 
nature in time. Indeed, it's as you begin to use 
these moves to successful effect {a chipped return 
is rewarded with a curling volley that loops over 
the ‘keeper and into the top-left corner, say) that 
you start to realise you'll probably never play 
another FIFA game again. 


SUBLIME CONTROLS 

Some clever Al compliments the elegance of ISS's 
sublime controls and fast-paced action. The game 
has a good tactical brain, with players running into 
space to mop up spilled shots, and goalkeepers 
reacting quickly to close down one-on-one threats 
or offer agile tip-overs and the occasional clearing 
punch. Credit should also go to the game's referee 
and his assistants. In these days of ridiculous 
yellow cards and plentiful dismissals, ISS's men in 
black play it by the book, yet still have the savy to 
keep the game moving, Enthusiastic tackles are 
met with stern warnings, while cards are only 
issued for the most heinous of attacks. This in turn 
contributes to the flow of the game, ensuring the 
entertainment of a big match is never interrupted. 


motion capture still does a good job depicting the beautiful game’s less beautiful side... 


Want to take corners like Mr Posh? Alter the height of the arrow, 
carefully judge the power (and then head to the Training option)... 


The PS2 ISS offers more 
goal-heavy games than 
is usual with the series 
- whether you meant to 
score or not. 





In fact, if ISS highlights were to be shown on 
Match of the Day, Alan Hansen would have little 
to criticise. Unfortunately, ISS doesn't have 
Hansen; it has Chris James and Terry Butcher... 

For a game awash with stunning presentation, 
Messrs James and Butcher are the undoubted 
weak links in a very strong side. Both cluck on 
inanely, with their comments bearing little 
resemblance to the on-field activities. This is at 
odds with the glossy presentation of the rest of 
the game, which is let down graphically only by 
some ocassionally erratic player animation. 
Everything from the way players lean into a turn, 
to the Bobby Moore-style static tackles, are 
effortlessly implemented, and the game's genuine 
need for skill adds a new dimension to play. Yes, 
you'll have to work at it to be good, but the 
rewards are more than apparent. 

Forget that the players are all large and well 
detailed and turn on a six-pence. Forget the tight 
camera work and excellent variety of options 
(including the under-23 squads). Most of all forget 
other football games. ISS is quite simply as good 
as they get at the moment, and has the legs to 
entertain for months to come. Also, as proficiency 
and confidence grow, and the game's many skills 
and moves are put into effect, it should serve to 
warm you up for the main event of ISS Evolution 
late next year. For now, though, this PlayStation 2 
kickaround may not have the 11-7 score lines of 
FIFA or the club teams, but in terms of skill, 
growth and depth it’s a winner. Life is unfair, but 
by buying ISS you'll be righting one of the greatest 


























Control is everything in 
ISS. Get to grips with it 
and you'll be away. 





1. Chest Trap 

As the ball comes to your 
player, hold the © 
button. The recipient will 
control the ball on his 
chest. Now lay a pass to 
the feet of one of the 
other players to catch 
the opposition napping. 





2. Through ball 
The simplest yet most 
effective way to split a 
defence. Run towards the 
opposition and look for a 
man out wide. Now press 
the @ button to thread 
the ball through to leave 
him clear on goal. 





3. One-two 

Quick passing is the best 
way out of a huddled 
midfield. Two rapid taps 
of the ® button will 
send the ball to a nearby 
player, who will then pass 
it straight back, confusing 
any rival players. 





4. Feints 
Using the ap button to 
sprint, subtle movements 
of the analogue stick give 
the impression you're 
turning one way and are 
enough to trick the 
defender into giving you 
space to move. 






5. Nodding-on 
When taking corners, use 
the © button to float a 
ball to the man on the 
near post. As it gets 
close, press ® to head 
the ball just past the 












gaming wrongs of all time. 1) Steve Merrett defence and, hopefully, 
into the path of a striker. 
[ 
ISS 

Why we'd buy it: Why we’d leave it: What appears to be 

= ISS finally strikes a - Atrocious commentary a simple title reveals 

happy medium between | and unwieldy animation itself to be a brilliant 

immediacy and depth sell a good game short kickaround. A warm up 

- The swift pace and - The woman in the crowd for the potentially ace ISS 

plentiful moves are who occasionally shrieks Evolution, but still a fine 


equally well-judged at attacks is annoying 






game in its own right. 





















Graphics | Detailed, but some erratic animation 
Sound Great crowd, dreadful commentary 
Gameplay | Immediate, but with room to grow 


Lifespan | Will run and run 
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SILENT SCOPE 





SCORE 00003 
PLAYER LIFE 


Sec Peal le 


The President's been kidnapped. His only hope of rescue? You and your high-velocity shells... 





Publisher: Konami 
Developer: KCEO 
Price: £34.99 TBC 
Players: 1 

Out: 24 November 
Web site: 
www.konami.com 


Back story 

Converted from Konami's 
arcade hit, Silent Scope is 
the latest in a long line of 
coin-ops where players use 
a mounted lightgun to pick 
off on-screen adversaries. 
It adds a fresh spin to 
things with the advent of a 
zoom sniper mode, but the 
game's biggest challenge 
has been to adapt the 
control system for use with 
a Dual Shock 2 controller. 





Simplicity is often all a game needs to 
x succeed. In these days of ten-CD role- 
playing efforts and finger twisting 
football games, every now and then 
it cleanses the soul to simply sit back and, 
well, pop a few heads. As such, Silent Scope is 
the perfect antidote to a rough day at work. Boss 
chewed you out? Cap a few terrorists. Girlfriend 
dumped you? Plug a few more. And this is the 
true beauty of Silent Scope: it ain't rocket science, 
but by God it’s entertaining - and any game that 
hands out bonus points for accurate head shots 
must be onto a winner. 

The premise, as with the gameplay, is very 
simple. Just think of films such as In the Line of 
Fire and The Day of the Jackal and you're halfway 
there. You are a SWAT team sniper out to rescue a 
kidnapped President and his family via some fancy 
trick shooting. Splayed out on top of a handy 
vantage point, or picking his way through the 
undergrowth, your unseen sniper character pans 
around the screen looking for the conspicuously 
marked targets. However, while the arcade game 
that spawned this conversion had the benefit of 
a bloody great sniper rifle bolted on the front, the 
PlayStation 2 has to make do with its Dual 
Shock 2 controller —- an adequate, if occasionally 
slightly erratic, alternative. 
TOTAL TIME 03° 14°30 


SCORE 00000200 


PLAYER LIFE 


I've found the President's daughter 


in the black convertible with Cobra. 
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CREDIT 


As a massive juggernaut hurtles towards you, take 
your time to aim at the driver's head. You won't get 
many chances, so please get it right the first time. 


With the @ button depressed, the sight is 
whipped around the screen via the directional 
controls on the joypad, offering an overview of the 
proceedings. All that remains now is to position 
the sniper cursor over the intended target and 
release the @ button to zoom in for a better 
view — bam! The @ button marks the spot. Voila, 
one dead terrorist, with bonuses awarded for 
splitting their cranium. Putting the emphasis on 
skill, it's all done against the clock so the faster 
you do it, the more points you get. 


HARD TARGET 

It's tougher than it sounds though. For a start, 
accurately positioning the cursor is initially rather 
fiddly and will lead to howls of frustration. When 
the action is viewed from afar, the sight zips 
around the screen to emphasise the distance 
between the sniper and his targets, and real skill is 
needed to position the cursor so that the enemy is 
targeted before zooming in. Conversely, the 


//Think of films such as 
In the Line of Fire and 
The Day of the Jackal 
and you're there// 


TOTAL TIME 04°0S"16 SCORE 


00084800 
PLAYER LIFE 


CREDIT 1 





If you’re not too hot aiming with your Dual Shock 2, have a 
practise on the firing range. Pretty soon you'll be spot on. 








AL TIME 00°03" 











close-range cursor moves at an agonisingly slow 
rate to account for the accuracy the game 
demands. As such, much of the game is at first 
spent striking a happy balance between the two, 
although the game does err on the side of caution 
and, in the heat of the moment, you'll be grateful 
when bullets that seem to only graze the target are 
somewhat generously given as direct hits, 

Although getting to grips with the system will 
take some time, once you've sussed it, Silent 
Scope’s challenging levels open up with a feast of 
dangerous engagements — and more than a few 
nods to gung-ho cinema. To track down the 
President, the First Lady and his daughter, players 
initially pan over a city location [In the Line of Fire) 
before taking out a Harrier jet piloted by one of the 
game's evil villains (True Lies}. From here, a road 
chase to rescue the President's daughter sees the 
game move to a deserted freeway (RoboCop), then 
a hostage situation at an NFL football game must 
be defused (The Last Boy Scout). 

Then, as the pace hots up, levels include a 
hairy chase through a dark forest using infrared 
goggles to pick out targets (Patriot Games) and a 
confrontation within a hotel (True Lies again). This 
use of scene stealing continues when the criminal 
kingpins appear for a one-to-one face-off at the 
end of each stage — including homage to the lorry 


TOTAL TIME 01°29°06 et 


PLAYER LIFE 


CREDITS 


This guy takes the First Lady hostage, then hides on 
a roof in full view of heavily armed snipers. Silly man. 









Finish off a level boss with a head shot and you'll 
be rewarded with this horrific skull. Charming. 
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PECKING A ROUTE 
Rather than force you to repeat the same 
levels, SS’s Story mode offers route choices. 


No, that bad guy’s no giant. He’s in your sights 
(and soon to be toppling to his doom). 





Silent Scope maybe an 
intense race against the 
chase in Terminator 2. These confrontations round Readers St 
off the fast-paced levels beautifully, with players mr "ae 
gradually eroding the villain's resistance with a 


succession of head and body shots. 





After clearing the initial city environment, players 


are invited to take on one of three gang bosses. 
The first is armed with a rocket launcher on a 
nearby building, the next is in a Harrier jet, while 
the third is running amok at an NFL match. 


OTA TI SOORE 


PLAYER’ LIFE 
ha) 
hahaha 


00012400 | 


One of the keys to Silent Scope’s success Is 
that it completely understands its limitations, yet 
never lets its simplistic nature work against It. To 
spice things up a bit, it features a number of 
additional diversions during the course of each 
level. At several junctures, the player can opt for 
alternative routes through the game, while alarm 
and electronic systems can be taken out to 
confuse the enemy. Similarly, in keeping with its 
debts to action films, small moments of black 


humour are prevalent, including a scene where the 


player's aim is temporarily ruined when the car 
you are in bumps over two recently-offed bodies. 





Though you're a good guy in Silent Scope, the 
gameplay does have disturbing connotations. 


TOTAL TIME 01°16"00 


Shoot against.the 
AIR BATTUE 


SCORE 00010 
PLAYER LIFE 
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1. Scoping for ladies 
Bonus points and an extra 
life are earned by spotting 
bikini-wearing lovelies. 


an 
2. Knacker shots 


Bored of head shots? Fine, 
shoot 'em in the plums 


It Is this sort of touch that keeps Silent Scope 
fresh, but ultimately it is the well-judged gameplay 
that does all the hard work. For a game with such 


Instead. Juvenile, but fun. 
aril LS 


Opting for the ball game, the player must place 


Understood! Leave the remains to me! 
Wipe them out from the helicopter. 


Good luck! CREDITS 92 





a bullet in the frontal lobe of a criminal carrying 
the President’s daughter. On doing so, the action 
switches to a nearby hotel. Take out the 
designated targets through the windows, 


TOTAL TIME 04° 44°46 SCORE 00004500 
2 | PLAYER LIFE 
mn 


TIME EXT 





a simple core idea, Silent Scope is an extremely 


taut and enjoyable — and, most of all, fun — effort, 


and one which constantly tests the player. Its 
gameplay may waiver between the occasionally 
annoying and the incredibly satisfying, and It's 
odds-on that you'll throw down the controller in 
annoyance more than once. But expect to return 
humbly for another crack when you've cooled 


down — and when was the last time a game made 














You've got to make vital strategic decisions 


occasionally - not easy in the heat of combat. 








































PEEL ELL : 
3. Down you go 
Whenever a target falls off 
a tall building, take time 
out to follow 'em down... 








you do that? 1) Steve Merrett 
— ns 
SILENT SCOPE 
Las. — 4. Running ’em over 
| Why we'd buy it Why we'd leave it ‘A welcome respite from DUNDEE Cor See, 
: ; - A simple idea built into | - Can be incredibly heavier PS2 fare. The smirk at the thumps as 
No matter which route is chosen, they all dovetail a slick game frustrating at times gameplay may be of the you drive over a corpse. 
iy ane agen pelt a atlas “ - Targeting is well - Occasionally twitchy lite’ variety, but Silent wee 7 
be st ‘el i it t ih y g Ae ay i pe implemented; accurate cameras often working Scope walks the thin line PRE Ge ide 
Gece atte eh i behe He een without being picky against the player between frustration and 
} Ui i - Inventive levels progress with grace. 
: 3 Graphics | Varied and well worked 
Sound Snippets of speech and gunshots 
Gameplay | Initially tough, but you'll be back for more ™ a 
Life span _| Ideal for quick gameplay fixes [be A 5. Distant sho 
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There's nothing more 
enjoyable than picking off 
a terrorist miles away. 
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ESPN WINTER X-GAMES SNOWBOARDING 


Unlike in SSX, realism 


is the name of the 
X-Games game. 


Publisher: Konami 
Developer: KCEO 
Price: £44.99 
Players: 1-5 

Out: 24 November 
Web site: 
www.konami- 
europe.com 


Back story 

Konami's first PS2 
snowboarding attempt is 
based on the boarding 
events only from the 
annual multi-sport 
X-Games alternative 
sports competition. It's 
but one of Konami's new 
range of ESPN-branded 
PS2 sports titles. 
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Games developers must hate having 
x to recreate snow. Like water (in more 

ways than one}, snow is one of those 

textures that behaves uniquely when 
disturbed by foreign objects travelling across it. 
Trying to capture that effect convincingly in digital 
form becomes a headache-inducing procedure. 

To save you the suspense, ESPN Winter X- 
Games Snowboarding doesn't quite pull it off {and 
to be fair to Konami's crew, few games have). The 
textures your snowboarder slides over may be 
white, but the similarities don’t go much further. 
But we are getting ahead of ourselves. As its 

itle suggests, the game is based around the 
Winter X-Games, the cooler cousin of the annual 
extreme sports event held in the summer months 
since the mid-Nineties. All of the game's X-men 
land women) have living, breathing equivalents, 
and everything they use or wear is modelled on 
real-life products. This is far more than some 
plodding, fact-heavy advertising opportunity for 
Burton Snowboards and co, but at the same time, 
i's also a mountain range away from the brash, 
colourful, arcade-like nature of EA's SSX, the other 
current PlayStation 2 snowboarding title, and as 
such this game's current closest competitor. 





In terms of structure, the piste action is 
divided into an X-Games mode [see The Games], a 
Snowboarder (career] option, single session play 
and a video vault allowing you to see how it's all 
supposed to be done. The multiplayer games are 
only available as single sessions, but at least most 
of the various Winter X-Games events take an 
individual run competition structure. Only the non- 
licensed choices offer straightforward split-screen 
racing. Regardless of the game's X-Games tag, the 
main mode is, in fact, the Snowboarder option. 

Thankfully, it's an accomplished affair. However, 
before you're allowed anywhere near the white 
stuff you have to make sure you look right for the 
part. Match the wrong Burton jacket, Billabong 
pants, Airwalk boots and Oakley goggles and you 
could pull the sickest 900 Indy over a Grand 
Canyonesque ridge and no-one would respect you 
for it. Not ever. 


//Winter X-Games 

won't dazzle you with 
visuals and 

firework-lined pistes// 





Pop into the angular ski centre’s lounge to spend your cash on better equipment, or enter events. 






It’s not just snowboards, 
you know. Here are 
some of the real-life 
events they left out. 


Skiing 

Not quite as you know it. 
X-Games skiing involves 
jumping over things, 
throwing off a few tricks 
midair, skiing backwards 
and maybe even going for 
a plough down a 20-foot 
half pipe. One of the 
spectators’ favourites. 





The crowd encourages 
you to go for broke (if 
you can hear them). 


Skiboarding 

A strange hybrid sport 
combining in-line skating 
and skiing. Now in its 
third year as an official 
event. For all those 
snowboarders who 

can't keep their balance. 


Snow Mountain Biking 
This takes mountain 
biking to a whole new 
level. Six bikers descend 
a snowy and downright 
dangerous track in a race 
to the finish line. 


Snocross 

Oh dear. We know the 
X-Games is about 
extreme sport, but this is 
just ludicrous. A head-to- 
head race featuring ultra- 
fast snow machines 
bombing around on a 
motocross styled course. 
Tends to end in a massive 
pile-up. 


NIGHTER JUMP 
BEH-I:) 


FILMING 
22??? 


Night time stages 
make reasonable 
use of the PS2’s 
lighting ability. 





Being reality-based, X-Games won't allow you to 
pull crazy stunts, but the repertoire is varied. 


SNOWBDARDERX 









Competition replays 
allow you to check 
your rivals’ moves. 


Assuming you've survived the clothing 
experience and bypassed the settings screen 
(stance, front/rear foot angle and binding widths) 
you're ready to hit the slopes. Rather than offer a 
choice of singular pistes, the game really tries to 
convey a sense of being there, which is why you 
get an entire mountain range worth of them. Once 
you've selected which ski lift to climb aboard, you'll 
notice your equipment (other than your carefully 
assembled ski wear] is stuck at cheapo own-brand 
supermarket level. Let that worry you not for the 
time being, and head outside instead to get to 
grips with how your digital snow surfer handles. 


OUT ON THE SLOPES 

There's no denying the control system wouldn't 
benefit from a little more time in the lab. Your 
boarder has a tendency to stiffen up, with only 

his legs conveying any sense of movement, and 
while the dynamics are fairly accomplished, the 
feeling of surfing down the side of a mountain isn't 
as comprehensively conveyed as SSX's. It feels a 
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Presentation is good 
throughout, but the 
level of detail, while 
decent, won’t astound. 


Naturally, few things in the world — even a virtual 
one — are free, and you'll need currency to pay for 
the various services available. This is where 
competition prize money and video participation 
fees come in — you'll get paid for doing a well 
performed trick for the camera. 

Ultimately, Winter X-Games Snowboarding 
doesn't go out of its way to dazzle you with pretty 
visuals and firework-lined courses. It's a much 
more sober — though admittedly very different - 
experience than its nearest rival. Comparing the 
two, other than on technical and playability 
grounds, would be an unfair exercise. Where SSX 
throws in fantasy-style multistorey levels, this game 
offers the relative blandness of a realistic mountain 
range. In terms of excitement, it simply can't 
match EA's effort. 

But in terms of structure, Winter X-Games 
Snowboarding offers an undeniably substantial 
one-player experience which integrates some 
rewarding new elements. Add to that the various 
Winter X-Games events, and the multiplayer 
elements, and you have an attractive proposition. 
True, a little more polygon polish and control 
refinement would have helped it significantly, but 
even as it stands this provides ably constructed, 
reliable, playable and surprisingly engaging 
entertainment. (] Joao Sanches 




















little distant and is just not as intuitive, and hence cope ee 

not as rewarding, Furthermore, it often feels that PAI ie) Pe ESPN WINTER X-GAMES 

your character is floating his way to the end of the REA yess | 

run, not actually sliding down it. Why we'd buy it: Why we'd leave it Realistic snowboarding 
Still, once you think you've mastered its - Realistic nature of - Control system could do with novel touches. Won't 

intricacies, it’s time to snowboard your way back he en ppl ae pian hi 

to the ski centre and visit the lounge. This is the - Variety of events - Bland courses rewards those prepared 

game's radically angular control centre, where - Choice of equipment —_| - Too sedate to look beyond the initially 

everything and everyone is orange and rather i hla Del el Sens. 

blocky in nature. From here you can purchase Srapiics ee one a ae 

better equipment, obtain ski passes, chat to fellow Gameplay | Good, though rough around edges = Os 

boarders, check up on your current game status, Life span | Substantial one-player, plus multiplayer 


go heli-boarding {to reach inaccessible runs}, 
make your own videos and enter competitions. 
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ORPHEN: SCION OF SORCERY 


ese tl Vi 
SCION OF SORCERY 


144 —T =. 


Publisher: Activision 
Developer: Shade Inc 
Players: 1 

Price: £39.99 

Out: 24 November 
Web site: 
www.activision.com 


Back story 

Miserable git of a sorcerer 
Orphen gets more than he 
bargained for when he sets 
sail in search of some hard 
cash in one of the first role- 
playing games to wave its 
wand on PS2. Mystery, 
monsters and mayhem 
await him amid the perilous 
confines of Chaos Island. 


Besides potentially troubling schoolgirl 
dating games and fetishistic train 
driving simulations, Japanese gamers 
love nothing more than a bit of role- 
playing action. Consequently, when a new console 
appears on the market you can guarantee a truck- 
load of RPGs will be rushed onto the shelves to 
satisfy this demand. 

You can also be sure that the majority of these 
games will be rather poor efforts that would never 
make the trip over to the West if the console was 
a mere six months older and already had a quality 
selection of RPGs available for it. Of course, 
PlayStation 2 has only just arrived, Final Fantasy X 
and Dark Cloud are still enticing shadows looming 
on the horizon, and that's why a role-playing game 
as mediocre as Orphen has managed to find a 
window of opportunity over here. 

Billed as an action RPG, the game tries to be 
more a Legend of Zelda than a Final Fantasy, with 
the resource management and reams of statistics 
found in traditional RPGs abandoned in favour of 
an adventuring, almost Tomb Raider-esque 
approach. There's far more exploring, platforming 
and puzzle-solving than is usually associated with 








Sword and spells at the ready. We're on a one-way trip to Chaos Island {and we should've stayed at home}. 


x) 


the RPG genre. And while this seems fairly original 
in theory, in practice the game couldn't be any 
more formulaic. It doesn't stray one iota from the 
standard Dungeons & Dragons routine, featuring 
more mythical monsters than you can wave a 
magic wand at, plus enough spell-casting to make 
David Copperfield pulling Claudia Schiffer seem 
like the work of a talented amateur. 

Based on a popular Japanese graphic novel 
and animation series, Orphen's plot revolves 
around the eponymous magician travelling the 
world, getting into trouble and fighting big beasties. 
The game begins with Orphen and his apprentices 
Cleo and Magnus setting sail to retrieve the money 
they're owed by comedy sidekicks Volcan and 
Dortin. Naturally, events don't go according to plan 
as two sea monsters — a gigantic spider crab and 
a flying serpent — attack the boat. 


//There’s more 
exploring, platforming 
and puzzle-solving than 
is usual for an RPG// 





A typical selection of 
Dungeons & Dragons- 


type beasties are your 
hapless foes. 
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Meet the three dim-wit travellers who 
foolishly decided a trip to the Stygian 
cesspit that is Chaos Island would be 
the ideal summer destination... 





Sephy 

This glamorous ex-dancer [flexible limbs, good for 
accessing those hard to reach places} is travelling 
to Chaos Island to find the grave of her deceased 
flance. Orphen gallantly assists her quest (thanks to 
the promise of pots of cash, and maybe more) but 
as the adventure reaches its conclusion, doubts set 
in as to whether Sephy is quite the mournful widow 
she seems. Hmm 





Mar 


Wide-eyed, pixie-nosed Mar is a young lad with both 


a strange face and a gift for music. He Is searching 
for his long lost mother, but the only clue to her 
existence is a melancholy lullaby he remembers 
her singing to him as a baby, Orphen and his bossy 
side-kick, Cleo, take the boy under their collective 
wing to look for this missing parent amid the 
dangers of Chaos Island 





With a name like that, he'd have to be: a} the 
King of the Gods, b) a burly warrior or, c} a vicious 


Rottweiler, Predictably, he’s b, a muscular mercenary 


searching for the daughter he hasn't seen in years 
Zeus has followed her trail to Chaos Island, and no 
amount of angry old beasties are going to stop him 
in his quest. It’s fortunate then, that Zeus is an 

expert swordsman who Is absolutely outstanding in 
hand-to-hand combat 


Fighting the massive boss character requires patience and timing. Hide 
behind your shield to block his fiery attacks; then, when the horned fool 
charges at you, see him off with a well-timed sword swipe. 


The ensuing battles will provide your first taste 
of Orphen's best feature — good, old-fashioned 
scrapping. The battle system combines the RPG 
genre's hoary old based fights with real-time 
action. Although not strictly turn-based, battles do 
tend to take place in sequence, with you giving it 
some and your enemy retaliating immediately 
afterwards. However, unlike in most RPGs, your 
attacks don't have to be pre-programmed, so it's 
possible to form a battle plan on the spur of the 
moment arid react spontaneously to an enemy's 
onslaughts - which makes a welcome change to 
the standard format. 


ISLAND OF TEDIUM 


Orphen has four strings to his fighting bow - 
projectile attacks, magic elemental spells, a big 
sword for close-range forays and a force-field 

to shield him from enemies. Timing is the most 
vital skill in Orphen's battles, as you can learn an 


adversary’s attack patterns, decide when a window 
will allow you to both avoid incoming fire and 
launch your own attack, then quickly activate the 
shield to block any retaliation from your opponents 
(see Eat It, Dice Man). 


With said sea monsters dispatched, our heroes 


find themselves docking at the not-altogether- 


pleasant sounding Chaos Island. Here, Orphen 
meets three fellow travellers, Sephy, Mar and Zeus. 
Each character has their own reason for visiting 


the island and, in another nice feature, there are 
three separate adventures depending on which 


stranger you choose to accompany [see Holidays 
From Hell). 

All three quests revolve around pieces of the 
mysterious Crystal Egg that are scattered around 
Chaos Island, and once the three branches of the 
story have been completed, you can see the game 
through to its conclusion in a titanic encounter 
with the final boss. A welcome flash of inspiration 
may be apparent in Orphen's progression system, 
but sadly, once you get stuck into the gameplay 
it's all downhill from there. Chaos Island is made 
up of different locations, such as tunnels, towers, 
and tombs, but no matter where you're going or 
which story branch you're following, the gameplay 
remains horribly repetitive. 

The routine goes something like this. The party 
enters a new area and you have a battle with 
about five puny monsters. After this you are forced 






































The story revolves around the 
Crystal Egg, which is scattered 
across the island. 
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Orphen’s best feature is undoubtedly the battling, 
but even this is spoiled by the predictable turn- 
based nature of the scraps, and the fact that you 
can’t change your position. 


EAT IT, 
DICE MAN 


Orphen’s Battle Training 
option prepares you for 
the rigours of defeating 
big, ugly monsters before 
ou have to face them 
in-game. Although most 
of them are relatively 
easy to master, If you 
don’t learn this early on 
ou don’t stand a chance 
in a fight. There are 
seven categories: 





= BI to negotiate a ‘puzzle’ section, usually involving 
jumping up a few platforms or dodging some 
traps that wouldn't trouble Lara for a second. Past 
this section, Orphen suddenly pauses, warning his 
comrades, ‘This looks dangerous, we'd better split 
up and I'll check out what's ahead.” Immediately 
afterwards he fights some big monster with an 
obvious attack pattern that can be overcome with 
ease, then Orphen's pals sheepishly return and the 
grouchy magician sneers, “Huh! So you finally 
caught up.” Then you simply move begrudgingly 
towards the next area. Repeat this process until 
extreme tedium sets in and you have Orphen in 
one handily summed-up package. 


BLAND, BLOCKY, VIRTUALLY EMPTY 
Adding insult to injury are the disappointing 
visuals, which show the same lack of imagination 
that plagues the gameplay. Predictably, the 
characters are stock role-playing stereotypes: 
precocious hero, bossy female, scared kid, 
mysterious maiden and so on. All sporting the 
spiky mullet look and wearing colourful, baggy 


Targeting 

The majority of battle 
sequences have multiple 
enemies trying to take 

a bite out of Orphen’s 
spiky head. Use the left 
analogue stick to select 
which monster to attack. 










Using the sword 
Like most RPG heroes, 
Orphen has an extremely 
large sword indeed. Tap ® 
to swipe at enemies, or 
hold it down to increase 
the size and range of 

your weapon. 


Elemental attacks 

Press © to conjure up a 
magic attack or hold the 
button to maximise the 
power. At it's strongest, a 
magic spell will summon a 
well-hard, Final Fantasy- 
style elemental monster. 





ad lees ' 
‘ pantaloons. While these usual suspects can be 
Projectile attacks Reflective spells forgiven in a Japanese RPG (due to the strong 


The @ is used for shoot- 
‘em-up antics, where 
different attacks [fire, ice, 
wind and electricity) are 
launched at enemies. Hold 
@ to increase the number 
of projectiles fired. 


If the magic attack that 
you've assigned to Orphen 
(poison, for example) 
matches that of an 
assailant, their sorcery 
can be repelled straight 
back at them. 


manga influence that permeates their gaming 
culture] the backgrounds are another story. 

Bland, blocky and virtually empty of detail 
or weird and wonderful creatures, you'd get a far 
greater impression of being in a fantasy realm by 
wandering around your local garden centre than 
touring Orphen's uninspiring gaming environments. 
The impressive scenic details from other early 
PlayStation 2 games [the grass blowing in the wind 
in Tekken Tag Tournament, or light filtering through 
trees in the GT3 demo], are conspicuous by their 
absence here. 

Considering the potential power of the PS2, 
it's unforgivable that such little effort has gone into 
creating Orphen's world. On the plus side, there 
are some flash lighting and magic effects, but the 
overall impression is that the game has been 





Co-operative attacks 
When the co-operative 
symbol {a green squiggle} 
appears after a team- 
mate has attacked, you 
can follow up with your 
own projectile strike. 
Two for the price of one. 


Protection 

Hitting @ activates 
Orphen's shield. This can 
be used as often as you 
like, so after each of your 
attacks it’s wise to operate 
the shield to block any 
enemy retaliation. 
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The bigger they come, the harder they fall. 
Use projectile attacks on this big sea serpent. 


rushed through development without much 
attention being lavished on such niceties as 
graphical flourish. 

By attempting to be both an RPG and an 
adventure game at the same time, Orphen falls 
somewhere between the two and never really 
convinces as either. Role-players used to such 
PlayStation 1 classics as FFVII and Xenogears {and 
even minor gems like Alundra) will find it extremely 
shallow in comparison — there's a serious lack of 
imagination and scope in both the gameplay and 
the story. Meanwhile, adventure fiends, used to 
action-packed greats from Metal Gear Solid to 
Resident Evil, will soon become bored with the 
dearth of incident and excitement when walking in 
Orphen's pointy pixie boots. 

There's a massive selection of PS2 launch 
titles shouting for your attention, and with the 
likes of Tekken Tag Tournament, SSX and 
TimeSplitters as competition, Orphen should 
really be abandoned to the back of the shelf. If 
you're a rabid RPG fan who simply must own a 
role-playing game for your new console, then 
Orphen will provide at least a modicum of 
entertainment. But for the vast majority of 
gamers, holding out for Square's twin delights FFX 
and XI, and Sony's own action RPG, Dark Cloud, 


would be a far wiser proposition. 1) Lee Hart 
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Your man himself. 
Orphen is a bad- 
tempered, arrogant 
geezer who quickly 
becomes annoying. 








ORPHEN: SCION OF SORCERY 
Why we'd buy it: Why we'd leave it: A disappointing action 
- Good, action-packed - Repetitive gameplay soon RPG that doesn't have 
battle sequences becomes tedious enough to satisfy 
- Three separate story - Uninvolving plot with irritating] adventure fans, and is 
threads mean hours of dialogue and characters short of the depth that 


gaming for your money - Barely adequate visuals that 


are more PSone than PS2 


hardcore role-playing 
gamers demand. 


Blocky characters and dull environments as} -] 


Dreadful score, but fx are fairly impressive 23] Va) Z 











Plenty of wandering around, minimal action [@S} 


Hours of play, only minutes of fun @3 & 























TIME OS: 44: S56 


15 YEARS 

OF HURT 
Gradius has always 
been notoriously 
difficult. Don’t worry if 
you missed it first time 
round — you saved 
yourself the frustration. 








1. The most difficult game 
in the world circa 1985: 
Gradius on the NES, Once 
a classic. 





2. In 1988 Gradius II 

appeared - and was It 
twice as difficult as the 
original? Damn straight. 





3. Gradius Ill surfaced 
in 1990, although by 
now hardcore fans were 
moaning that it was easy. 


ae 







4. By the time Gradius 
Gaiden came out on the 
PSone, no-one gave much 
of a toss anymore.... 


TIME @@:41544  SEST 


15: 8: 


Don't kill this giant slavering squid — it means no 
harm. It’s just reaching out for a cuddle. Honest. 





J 
During this la 








inducing tour through the st 
spinning shapes, and endless stretches of mind numbing blackness. It’s 1985 all over again. 
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PRUMNGME MISSILE DOUBLE LASER oprroON 2% 8 


Dragging 2D side-scrolling shoot-’em- 
ups kicking and screaming into the 
21st Century comes Gradius - or at 
least, that’s the idea. In truth, it's a far 
from triumphant return. The reason? It does little 
but reproduce 16 bit gameplay on a machine that 
is destined to change the face of videogames 
forever. Whether you see this as a welcome return 
to core gaming values, or an agent of The Man 
shamelessly taking the piss, is up to you. 

At least you get two games for your money - 
1990 golden oldie Gradius III, and a conversion 
of Konami's 1999 coin-op, Gradius IV. When the 
series first burst into our homes in the Dark Ages 
of the NES, it soon captured a place in gamers’ 
hearts, It was an arcade blaster that featured the 
tastiest weapons and the most frenetic shooting 
action imaginable. The plot was simple. You had to 
navigate a ship from one side of the galaxy to the 
other, picking off enemies that come at you in a 
constant stream. The further you got, the quicker, 
bigger in number and harder to kill the enemies 
became. To aid your attack you then had the 
option to collect every power-up imaginable, 
although if you took just one hit, that was it - 
game over and back to the start you went, with 
little more than a spudgun to take out your foe. 

It was this difficulty level which caused many 
a kid to be locked in their hedroom for hours on 
end trying to discover the Achilles’ heel of bosses 
and sub-bosses. This was no simple shoot-em-up, 
it required practice. 


LOW GRADE-IUS 

Fifteen years on, however, our expectations are 
somewhat higher. We will all admire the CG movie 
intro that graces the PS2 edition of Gradius, but to 
survive on a 128 bit machine, a game has got to 
do more than just have a pretty opening sequence. 
The game itself doesn't help matters. The first rule 
of a successful shoot-em-up is that there has to 
be too much going on. It should have you living on 
the edge, corkscrewing and pirouetting between 
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Like Duran Duran, Eighties favourite Gradius is making a comeback. Is this really necessary? 


enemy craft with a heavy dose of luck, bravado 
and skill. Success should depend on split-second 
decisions and real seat of the pants flying. 
Unfortunately, Gradius Ill & IV is sadly lacking in 
the thrill department. 

See, 16 bit gameplay is all well and good, but 
you'd think that PS2 developers would at least 
correct faults rather than actually add to them. 
Gradius Ill & IV features dreadful slow-down that is 
painfully embarrassing — you'll feel like you are 
treading treacle when there are too many enemies 
on-screen. There is also some seriously dodgy 
collision detection, making for frustratingly difficult 
gameplay. Less patient gamers wil probably want 
to break the disc rather than finish it. And when a 
voice camply croaking out ‘destroy them all’ is one 
of the highlights of a game, you've really got to 
start worrying, 

No matter how weak-kneed previous Gradius 
games may have got you, on the PS2 this is a tired 
and sloppy package. Yes, add-on weapons are 
available, and at times you can get yourself more 
accessorised than Ivana Trump. But rather than 
heightening any sense of tangible gameplay, they 
only serve to slow your progress down even further. 

Gradius Ill & IV is one perverse release. Konami 
has the entire world salivating over Metal Gear 
Solid 2, and what game does it release in the 
meantime? Gradius. Us neither... 1 Scott Anthony 


ou’ll encounter killer flowers, 


GRADIUS Ill & IV 





Upside-down sand 
dunes and lions - just 
your usual common or 


garden space debris. 





Publisher: Konami 
Developer: KCET 
Price: £34.99 
Players: 1-2 

Out: 24 November 
Web site: 
www.konami- 
europe.com 


Back story 

Gradius made tts first 
appearance back in 1985 
when games were games 
and Mrs Thatcher ruled the 
universe. Alongside R-Type, 
it's a series that has earned 
its status as a classic side- 
scrolling shooter. Now it 
comes to grace the 
PlayStation 2. 





- Will no doubt attract 
lovers of the genre 


- You may say the 
graphics have retro 





| 
GRADIUS Ill & IV 
Why we'd buy it: Why we'd leave it Fans of the series will 
- Easy to to lear and - Tedious and overly probably enjoy this, but 
pick up and play difficult gameplay it’s numerous failings will 


ensure Gradius Ill & IV is 
of minority interest only. 























appeal. Or you might just A waste of time, really. 
think they're naff 
Graphics | Doesn't test the PS2, Nice intro, though G2 ir | 
Sound Dolby Digital 5.1 bleeps and burps @3 
Repetitive side-scrolling action @3 Ae 
Lifespan _| Few will bother to finish it a| LL ai 
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MADDEN NFL 2001 
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Our own beautiful game has yet to fully flourish on PS2. Time to look across the Atlantic for our kicks... 


Publisher: 

Electronic Arts 

Price: £44.99 
Developer: EA Sports 
Players: 1-4 

Out: 24 November 
Web site: 
www.ea.com 


Back story 

John Madden, Super Bowl- 
winning coach and Emmy 
award-winning broadcaster, 
has been very much a part 
of gaming for the past ten 
years. The first EA John 
Madden game emerged on 
the Sega MegaDrive way 
back in 1990, and they've 
been coming out every year 
since. This franchise hit the 
PSone in 1996, and has 
continued to get steadily 
better with the release of 
six games on the system 
before finally coming into its 
element on PlayStation 2. 








Step 1: Select the running back 

The easiest way to score is to throw the 
ball to the runner and let him do all the 
hard work. So select the running back. 
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Madden NFL 2001 isn't just a game, 
it's a whole TV station. At last EA 
Sports has got the processing power to 
transform its longest running franchise 
from 32 bit obscurity into the most dazzling 
sporting spectacle on the PS2. Even if the ball 

is the wrong shape. 

An intro sequence featuring real-life gridiron 
footage, and an alarmingly mop-topped John 
Madden, kick-starts the game. From here on in, 
you'd be forgiven for mistaking it for the real thing, 
so spot-on are its ground-breaking graphics. Left 
alone, Madden will automatically go into demo 
mode, in which an entire game will be played out 
before your eyes. EA Sports has used a process 
called ‘Cyberscan’ to get the real player's faces 
onto the detailed polygon frames (perhaps lost on 
a UK audience, but clever]. The result is some very 
fine detail, looking suitably menacing in close up. 
You may be tempted to crack open some booze 
and just watch the thing — at least until the call to 
participate becomes too deafening. 

And indeed, winningly, the game is easy to get 
into, even if you have no prior knowledge of the 
sport. There are plenty of options to mess about 
with on the title screen, but choosing the ‘Quick 
Start’ option will plonk you straight into the thick 
of things, and coax you through all those 
complicated plays and formations. Don't worry — 





OPS2’S NOT EXACTLY FOOLPROOF GUIDE TO NICKING AN EASY TOUCHDOWN 


Offense pick a play! 


Zeit 


Step 2: Choose the right play 
The default play on the left is the most 
effective, whereby the runner cuts 
through the pack. Job done. 


iy Queene 
Sten. 


Step 3: In practice... 

When you snap the ball, you will 
automatically lay it off to your runner. 
Now you'll take control of him. 


before long you'll be navigating your way through 
numerous flip-charts, and barking orders at your 
offensive line like a seasoned pro. 

The main problem with American football 
games of the past has been that they were more 
engrossing when you're attacking than when 
defending, Mercifully, Madden NFL 2001 keeps a 
quick pace throughout by allowing you control 
over the action at all times. The process of having 
to wait for the CPU to ponder and select its own 
plays has also been eliminated. Even if you do get 
bored waiting for the opposition to snap the ball, 
you can always admire the surroundings. Dotted 
along the in-game sidelines are whooping players, 
scowling coaches and sissy-looking linesmen. 


GRAPHICAL DEFENSE 

The general attention to detail is immense, but 
some of the old pitfalls of the genre still come 
back to haunt it - even on the most powerful 
console on the planet. Polished as it is, the 
animation will let its guard slip at times. It results 
in some of the players adopting robot-like, jerky 
movements — we thought this was an American 
football game, not a Kraftwerk concert. Also, there 
is still an annoying delay between when you pass 
or run the ball into the end zone and the player 
celebrating the touchdown. You would think one 
fluid motion could have been obtainabie by now. 


Step 4: Run! Run for your life! 
The defence should split like a biblical 
sea, allowing your runner to dash 
straight through and on to glory. Maybe. 


The camera angles allow 
you to get so close to the 
action that you can 
almost smell those 
jockstraps. Lovely. 





//As a spectator sport, 
American football can 


be very boring. This 
game isn’t// 


These are minor gripes, though, and will in no way 
hamper your long-term enjoyment of the game. 

EA Sports has added plenty of new moves to 
the PS2 version. The diagrams clearly define the 
fine choreography of the play, but you can always 
‘ask the coach’ if you need further assistance. 
Choose this option and an advisory voice will tell 
you which play might best suit the circumstances, 
although the final call is always up to you. Even if 
you forget where your Running Backs and Wide 
Receivers are heading, holding down the aa 
button will result in the chosen play being super- 
imposed on the pitch, so that you can see which 
button you need to press to throw the ball to the 
relevant receiver. As your ability and confidence 
grows, you can start to experiment with some of 
the more complicated plays. Some of these look 
more like subway graffiti than a sports manoeuvre, 
but you really feel a buzz when you try one out 
and end up scoring. 

As well as earning points when you score a 
touchdown or score a field goal, you'll be rewarded 












Step 5: If at first you don’t succeed... 
On second thoughts, this play is better for 
getting first downs, so just keep repeating 
it until you get into the end zone. Sorry. 


Left: 
Middle: 
Right 


MADDEN 
MANIA 


The series has been 

going since 1990 when 
first appeared on the 

MegaDrive. Got ’em all? 


John Madden Football (1990) 
John Madden '92 (1991) 
John Madden '93 (1992) 
Madden '94 (1993) 
Madden '95 (1994) 
Madden '96 (1995) 
Madden '97 (1996) 
Madden '98 (1997) 
Madden NFL '99 (1998} 
Madden NFL 2000 (1999} 





with crowd-pleasing slow-motion replays which 
show the scoring drive in bone-crunching close- 
up. Speaking of bone crunching, there are some 
nasty injuries in this game. Not exactly of the ‘Luc 
Nillis’ leg-snapping variety, but bad enough to 
make you thankful you're only. controlling them 
from the relative safety of your armchair. 

Apart from fabulous authenticity on the field, 
Madden NFL 2001 is also rammed with modes to 
ensure you'll be playing for months. As well as 
Practice and Season, in which you get to take one 
of the 38 NFL teams through a gruelling schedule 
and right up to the Superbowl, there Is the brand- 
new Franchise mode. 

This more executive role actually allows you to 
take charge of a club, sign new players and even 
appoint your own no-nonsense, gum-chomping 
manager. Of course, If you can't be arsed to try and 
improve the fortunes of the existing clubs, you can 
make your own from scratch. Everything from 
individual players to stadia can be created. Why 
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The attention to detail in Madden NFL 
2001 is outstanding. Check some of 
these finer points... 


1. The helmets 

The team logos are lavishly embossed 
on the headgear, but even better is the 
realistic reflection of light. Check out the 
‘Riddell’ logo on the front of this Bills 
player's helmet and be amazed. 


2. The background blur 

The camera will focus on a player that 
has just achieved something special, 
whilst everyone in the background is 
thrown out of focus. 


3. Facial animation 

These players shout, snarl and snort just 

like the real thing. The mouth movement 

is so in synch that you can even lip-read. 

And if you know your players, they can be 
easily identified by their barnets. 


4. Tv-style stats 

Playing this game is just like watching It 
on TV — complete with on-screen 
performance charts and play reports. 


5. The whole kit and kaboodle 

Every player is the same height and build 
as thelr real-life counterparts and, If you 
need further guidance as to who Is who, 
they also have their names and numbers 
on the back of their shirts. 
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Kicking is easier 
than ever, but if 
you're on the 
receiving end then 
you stand a cat in 
hell’s chance of 
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At first you might find the rules a little complicated. 
Don’t worry, the players often do too... 









































can't we have this option in a game like ISS? blocking it. 
As a spectator sport, American football is very 

stop-start and mundane at times. This game isn't. 

Until the likes of ISS and EAs own FIFA 2001 get 

up to match fitness, this is the best PS2 sports 

title bar none. It's only when you start playing it 

that you realise it earns this accolade on pure 

merit, and not by default. 0 Ryan Butt 

MADDEN NFL 2001 

Lo 
Why we'd buy it Why we'd leave it: Easily the best sports sim 
- Extremely thorough - If we hated the sport so far on PlayStation 2. 
sports simulation - Occasionally the Packed with options, 
- Great management animation falters pumped-up with addictive 
facility with new Franchise gameplay and draped in 
mode adds depth outstanding visuals. This 

game demands respect. 

Graphics | Supersmooth and lush presentation tT > | 
Sound Crap raps, but brilliant commentary 
Gameplay | Highly addictive, and rewarding to learn 
Life span | The amount in here should stretch for months za} 





















Madden trading cards are awarded when you complete 
certain in-game tasks, and can be swapped with friends. 
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The Hello Kitty gimp mask 
announcement at Tokyo Game 
Show went down a storm. 
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It's a glorified graphics demo. It's Missile Command for hippies. No, it’s not — it's Fantavision. Prepare to be dazzled. 


Publisher: SCEE 
Developer: SCEI 
Price: £39.99 
Players: 1-2 

Out: 24 November 
Web site: 
www.playstation- 
europe.com 


Back story 

It has been said that 
Fantavision started life 

as a particle effect demo. 
Modest beginnings for a 
game that has quietly made 
its way into Sony's launch 
list without hype or bluster, 
but with an increasing army 
of impressed fans. 
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You know that kind of insanely happy 
x Californian voice that coats your ears 

with forced sincerity like so much 

golden syrup? The melodiously up-beat 
tones of someone so unnervingly cheerful that you 


can hear their teeth? Well, she narrates Fantavision, 


and it’s testament to the charms of this beautiful 
and addictive little firecracker of a puzzle game 
that even her cloyingly joy-joy tones cannot dent 
its appeal. 

Let's not mince words here. Fantavision is cute. 
In fact it doesn't so much play the ‘cute’ card as 
throw the whole pack at us. With an intro and 
inter-level movies showing the kind of perfect US 
nuclear unit that makes most of our own stunted 
family trees look ready for felling, and a pastel rich, 
round-cornered smorgasbord of Fifties styling, you 
would be forgiven for thinking that you've just 
loaded the worst kind of ‘family’ game — ‘family’ 
being a euphemism for ‘bland’. Big mistake, 


because if you have a weakness for puzzlers 
Fantavision is the multicoloured equivalent of 
crack cocaine. Your ‘just one more go’ gland will 
be horribly over stimulated, and your dreams will 
be filled with the most colourful explosions. 

As with all the best puzzle games, the concept 
is extremely simple. You have to link together 
chains of ascending fireworks and detonate them 
to create crowd pleasing displays. Allow your 
rockets to fizzle out without triggering them and an 
energy/popularity bar will reduce by degrees. If the 
bar disappears, your game and the display is over. 
Keep popping the rockets with a minimum of 
wastage for the display’s allotted time and you'll 


//Your dreams will be 
filled with the most 
colourful explosions// 


get to move on to the next location. That is the 
basic idea. Of course playing it is not that simple. 
Not anywhere near. 

Rockets or shells come in three colours — red, 
blue and green — and to detonate the simplest 
combination you need to link at least three of a 
single shade. This linking of flares is called a ‘daisy’. 
As the screen fills with multicoloured shells you'll 
find that to avoid a rapidly shrinking energy bar 
you need to combine daisies. But wait — to do this 
and rack up the points you need rainbow rockets. 
These winking wonders act like wild cards, 
enabling you to detonate various different colours 
in the same string. When you consider that a ‘four 
daisy’ combination will involve linking at least 15 
rockets before any one of them splutters out, and 
thus breaking the whole chain, it’s plain to see 
how hard ‘simple’ can become. 

Bonuses arrive with high-scoring combos, and 
will either boost your energy bar or help you spell 
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Eight months on from its Jap release, Fantavision 
now has a two-player mode for its Euro outing. 
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Despite those rockets raining up rather than 
down, it’s like Missile Command never left... 


out the word ‘STARMINE’ at the bottom of the 
screen. Once lit, you'll enter a mini-game where 
large numbers of single coloured shells will fill your 
view. Detonate as many as you can and you'll 
return to the main game healthier and wealthier. 
Although colour coded, this ‘linking elements’ 
business will be familiar to puzzle gamers the 
world over. Where Fantavision really breaks new 
ground is the area where so many puzzle games 
fall flat - graphics and style. Play it for a while and 
you'll become aware that this is achieved at two 
distinct levels. While you are immersed mid-game, 
it's a classically abstract puzzle experience. All 
you're likely to see are these clusters of drifting 
lights that you need to make sense of with split- 
second timing. Take a step back, though, and it’s 
just gorgeous to look at. Whether you're watching 
someone else play (entertaining in itself] or soaring 
around your own pyrotechnic handywork in the 
thorough, feature packed Replay mode, you can't 
help but feel ooohs and aaahs form on your lips. 


TRIUMPH OF STYLE AND CONTENT 
Graphically, Sony has skillfully tapped into mitten- 
wearing, frosty-breathed child in all of us, offering 
cascading blooms of light that are a joy to watch. 
The environments, too, are an expansive, detailed 
mixture of cityscapes and gravity defying, outer 
space vistas. For once, it seems, we have a 
triumph of style and content. 

Of course, in any display there are going to be 
a couple of damp squibs, and Fantavision is no 
exception. The first is the decision not to allow you 
to save the game and resume from your best 
position. Complete a level and you can save it to 
memory card, but this only allows you to access it 
in replay. Although this cranks up the desire to 
keep on playing, it does mean that completing the 
game needs a sizeable chunk of uninterrupted 
free time. An annoying but understandable move 
when you consider the other potential downside - 
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The STARMINE mini-game is but a click away... 


at only eight levels (16 if you play on ‘hard'}, the 
game isn't exactly long, Visually lush and highly 
playable though Fantavision undoubtedly is, it isn’t 
anywhere near perfect. 

Sony's inclusion of a two-player mode (see 
Play You, Play Me) negates some of these 
shortfalls to a certain extent, and in a sense the 
random beauty of the game will encourage replay. 
But it’s a shame that with just a few more levels, 
and an acknowledgement that not everyone has 
hours and hours of seam-free gaming time to 
Spare, this gem would've be hard to fault. As it is, 
Fantavision is addictive, innovative and very 
playable. More than that, it's a game that suggests 
the Emotion Engine will be more than a buzz 
phrase and live up to its name. L Paul Fitzpatrick 
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FANTAVISION 








Fantavision’s Replay 
mode offers more 
options than a crate of 
instant hot chocolate, 
from cameras to 
weather conditions. 
Here are our favourites: 





1. Camera 2 

Swoop right through the 
centre of the exploding 
fireworks without 
singeing a hair. 





2. Camera 7 

Hold on tight as you loop 
over your display, shortly 
before plunging into it. 
Breathtaking. 
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3. Psychedelic 
It's like the angels are 
singing with light, man. 





4. Weather 

Not atmospheric enough 
for you? How about a 
gentle dusting of snow or 
some driving November 
rain (even in space]? 





5. Overlap 
Distant explosions 
produce soft focus 
echoes that creep over 
the screen. Far out. 





Why we'd buy it 

- Beautiful to look-at 

- Addictive to play 

- Refreshingly innovative 
- A great idea executed in 
considerable style 


Why we'd leave it 

- Lack of a mid-game 
save option grates 

- It could do with more 
levels. Why limit the fun? 


Thanks to its modest size, 
Fantavision isn’t quite a 
must-own game. Even so, 
you really should consider 
it — just for its original 
concept and playability. 























Graphics | You've never see anything like this before ae] — >| 
Sound Laid back tunes and evocative whizz-bang FX |@7] 
Gameplay | Simple, but gets under your skin in no time 28] 
Life span | No lasting challenge to serious gamers as Bee = 
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ESPN INTERNATIONAL TRACK & FIELD 
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Publisher: Konami 
Europe 

Developer: KCEO 
Players: 1-4 

Out: 24 November 
Web site: 
www.konami- 
europe.com 


Back story 

ESPN International Track 
& Field is not so much 
your standard sequel, more 
a continuation of Konami's 
stylish sports series. This 
PlayStation 2 version 
contains real-life athletes 
for the first time, as well 
as the official ‘ESPN’ cable 
TV endorsement. But what 
of the gameplay? 


B.OONAT! 


Thank God for the Olympics. Without 
x% them, our summer would have been 

an absolute sporting disaster. After the 

predictably abysmal performances in 
Euro. 2000 and at Wimbledon, it was only our 
athletes’ welcome medal success in Sydney that 
provided any sort of umbrella against the torrential 
downpour on British sport. It's nice, then, to get 
the chance to try and emulate Denise and 
company's recent triumphs in Konami's ESPN 
International Track & Field. Featuring ten different 
events, it promises to give your fingers the biggest 
work-out since, well, the last time you played Track 
& Field. Let the games commence... 

First things first: ESPN International Track & 
Field is nothing particularly new or exciting. The 
exceptional graphics mask gameplay that is as old 
and as worn as the joysticks we used to chuck out 





for the binmen after a particularly gruelling night 
on Daley Thompson's Decathlon (the grandfather 
of button-bashing sports games]. The problem is, 
this mask soon melts under the intense heat your 
punished body generates whilst playing this game, 
and precious little else is left to savour. 

ESPN IT&E, as it’s known to its friends, is built 
up of ten events, from the standard 100m, long 
jump and javelin to the slightly off-beat horizontal 
bar and rhythmic gymnastics. These are split into 
two modes of play. You can either try an event on 


/f.avish graphics are 
carried like a baton, 
with intricate attention 
to detail// 
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MULTITAP 
MADNESS 


The four-player 
option is, we're 
starting to think, 
the only saving 
grace for this title. 
Get yourself a 
MultiTap and three 
friends, then let 
your fingers do the 
winning in these 
gruelling ironman- 
style events... 
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its own in the Trial mode, allowing you plenty of 
time to practise, or play them out in one long 
sequence in the Championship mode. To win this, 
you will need to be skilled in several of the events, 
because your overall points tally is totted up to 
give you one big final score. 

Mastering events means winning gold, silver or 
bronze medals, while being exceptionally skilled 
results in the ultimate satisfaction of breaking 
world records. The game keeps track of your 
overall medal haul, and the more you get, the 
more secrets you unlock. These include interview 
movies with the game's four motion capture stars 
{including world 100m record holder Maurice 
Greene), a bonus track in the rhythmic gymnastics 
section and ‘funny sounds’, which allows you to 
change the in-game sound effects to such hoots 
as ‘robot’, ‘animal’ and ‘cartoon’. 

The game opens with a sensational sequence, 
clearly demonstrating the punch that the PS2 
packs when it comes to eye-opening visuals. This 
up-tempo montage depicts all the events included 
but, just like the game, it’s all over too quickly. Your 
enjoyment could be soured as soon as the intro 
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RECORD 
BREAKERS 


After several hours 

of play we got pretty 
nimble with our button 
bashing. Below are the 
OPS2 records for ESPN 
International Track & 
Field. Can you beat ’em? 


100m Dash - 9.64 mins 
110m Hurdles - 13.08 
mins 

Long Jump - 8.63m 
Pole Vault - 5.96m 
Javelin - 102.55m 
100m Freestyle - 

51.19 mins 

Weight Lifting - 265kg 
Horizontal Bar — 9.84pts 
Trap Shooting - 428pts 
Rhythmic Gymnastics —- 
10:00pts 











110m Hurdles 
S harder, this time you have to use 
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100m Freestyle 
Technique is 
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sequence kicks-off though, as the visuals are 
accompanied by a painfully bland soft rock track — 
imagine the sort of demi-waved FM tripe that 
David Hasselhoff somehow flogs. The lavish 
graphics are carried like a baton throughout the 
game, with each new event impressing with its 
intricate attention to detail, illustrated by warm- 
ups, costume changes and determined scowls 
etched onto the faces of the athletes. 


RHYTHMIC GYMNASTICS: A MUST 
Sadly, the control system ensures that the 
gameplay hasn't progressed much further than the 
Daley Thompson's Decathlon/Hyper Sports glory 
days of the ZX Spectrum home computer. Yes, it 
looks amazing, we're not disputing that, but do you 
seriously expect us to believe that no style apart 
from mindless button bashing will lend itself to this 
genre? 

Konami has had a stab at refreshing the feel 
of the game, by borrowing some of the more 
outlandish styles from its back catalogue. Take, for 
example, the rhythmic gymnastics event. The very 
fact that it's here is perhaps worthy of question, 
but Konami has more than justified this by making 
it one of the game's few real highlights. Dressed in 
a shockingly loud leotard, your nimble dancer will 
twirl a ribbon in time to three different musical 
pieces — four if you manage to unlock the hidden 
‘expert’ track. As the music thumps, you have to 
press directions on the joypad when prompted, 


] Hit the this 
buttons quicker than your mate 


The multiplayer sprint events are the most enjoyable, although getting the 
seseees timing right when trying to jump the hurdles will cause a few problems. 
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Trap Shooting 


hink how good it would be if it was! 
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Before each event, the athletes go through their 
warm-ups and waving to the crowd routines... 
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See the determination etched onto the faces of 
the competitors as they begin their events. 
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simultaneous multiplayer, but 





just like in Konami's PSone Bemani music games, 


Beatmania, Guitar Freaks and Dancing Stage. For 
extra authenticity, you can even use the Dancing 
Stage mat to jiggle about on. 


RAPID BUTTON BASHING 

With such a vast sporting palette to choose from, 
we were baffled as to why Konami choose to 
include such Interesting new events as the 
horizontal bars, and then spoiled the whole thing 
by providing a cold and uninspired control system. 
Horizontal bars, to us, means combos, individuality 
and creativeness. It doesn't mean watching an on- 
screen robot go through the motions, and then 
wincing as the action crudely halts, at which point 
you're prompted to input a few tedious directional 
sequences. Why not get a bit of Tekken going on 
there? Something whereby you learn new and 
advanced combo moves through relentless 
practice, then experience the maximum high 
when you work it into your pattern. 

This just doesn’t happen in ESPN IT&F, and you 
will resent it for not rewarding your actions with 
more of a sense of accomplishment. The only real 
skill needed in this game, as has been the case 
with many generations of Olympic-style games, is 
the ability to rapid press buttons. Oh, and to hit the 
action button at exactly the right time. Hardly a 
fine art, because anyone can do that with practice. 
It's gameplay with nostalgia value, but little else. 

International Track & Field is a fabulous sports 
game that has been mercilessly cut-down in its 
prime. Just as you're getting warmed-up, the pool 
of events evaporates and you're left with little else 
to do apart from break the world records. 
Graphically, it's out of this world, with fantastic 
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MOTION 
SICKNESS 


The acting doesn’t get 
better just because the 
game is on a next-gen 
console. These cheesy 
— are straight from 
@ mouths of the real 
athletes who were used 
for motion capturing. 


LARRY WADE 
URDLES 





“If you play reser my 
character... you'll lose!” 





“My motivation hasn't 
been what it should be...” 


JEFF HARTWIG 
POLE VAULT 





“| feel like I'm a 
superhero, sort of...” 


MAURICE GREEN 
FASTEST MAN ON EARTH 


Sipe eurt 
The rhythmic ere event requires you to hit the directional buttons in time with the music, just like Beatmania... 





“I'm mentally strong in 
the head.” 





animation, convincing crowds and sumptuous 
presentation. Unfortunately, apart from playing 
against a bunch of mates via a MultiTap {and 
though that's fun, it's never going to beat football 
sims or racing games as post-pub entertainment} 
there's nothing much here to keep you coming 
back. We took gold on every event, and smashed 
a few world records after only two hours play, and 
no great rewards or extra bonus events were 
forthcoming for our triumphs. The more unusual 
additions such as rhythmic gymnastics and the 
excellent trap shooting make the game initially 
enticing, but when the crowd applause stops, so 
does your interest. 

With more events and perhaps additional 
training elements and sub-games, this may well 
have become an extremely worthy purchase. As it 
stands, however, we can only really recommend 
the game to the most diehard sports fanatics. And 
judging by the, shall we say, ‘limited’ success of the 
ast International Track & Field game on PSone, 
there aren't many of those around. LJ Ryan Butt 
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ESPN INT TRACK & FIELD 
Why we'd buy it Why we’d leave it: A disappointment. The 
- The graphics are well - Gameplay is straight out of capabilities of the PS2 
worth a standing ovation | the dark ages called for something 
- Getting three others to | — Why have a next-generation | bigger and more original, 
take part in some of the | machine with ‘Game and but what we get is a 
simultaneous events is Watch’-style controls? polished package devoid 
always entertaining of any meaty substance. 
Graphics | Some of the best we've seen as 
Sound Varies from gut-wrenching to foot-tapping a7| 
Gameplay | Precious little to stimulate the grey matter 
ii Five hours and you'll be spent 








Shooting is hardly a spectator sport, but it’s 
certainly easy on the eye in this game. 








...to these bizarre, custom-built monstrosities. 


Publisher: Rage 
Developer: Rage 
Price: £44.99 
Players: 1-2 

Out: 24 November 
Web site: 
www.rage.co.uk 


Back story 

Wild Wild Racing is Rage's 
first outing on the mighty 
PlayStation 2, following 

in the footsteps of their 
similarly themed PC game 
Offroad. Offering a fast 
and furious ride around 
treacherous tracks, and a 
crazy Stunt mode, WWR is 
a choice for the hardcore 
driving gamers among us. 


Cars range from ‘souped-up Baja bug Beetles... 
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Life can be hard. Oh, sometimes it's a 
x breeze: the sun is shining, you've got a 

beautiful laydee on your arm... But 

getting the good things in life can be a 
right effort, and one rarely matched by the reward. 

There are times when Wild Wild Racing's like 
that. As you negotiate its twisting off-road tracks in 
your mud-caked power buggy, you'll often wonder 
if the odds aren't stacked in an ugly tower against 
you. It would be an understandable reaction, but 
an unfair one. Persevere, you see, and you'll be 
rewarded by some very satisfying racing. It's like a 
runner, crashing through the pain barrier. 

Stripped of story line or fancy dressing, much 
as its tube-frame buggies are stripped for speed, 
WWR saves Its depth for the most committed 
players. Hints of this first become clear when you 
see the complex web of interconnected game 
modes it offers. The ultimate aim is to claim 
victory in them all, but it's impossible to get far in 
one without dipping into the others. Sure, some 
tracks are unlocked in the Championship mode, 
but you won't be able to access later ones without 
upgrades which are won in Time Attack, or new 
cars which are obtained in the Challenge mode 
that could be a full game in its own right. 

But we're missing a vital component here. 
What of the tracks? Well, WWR has five in total, 
with only three (America, India, Iceland) available at 
start of play - Mexico and Australia are won later. 
That may not sound like much, but what they lack 
in number they make up for in complexity and 
length. Each course is an undulating epic, with 
unpredictable surfaces and - depending on the 
country — very Inclement weather. As you progress 
through the game a number of hitherto blocked 


//WWIR saves its depth 
for the most committed 
of players// 









sub-routes are opened on each course. Some of 

these sneaky short cuts are easy, others hard, but 
all alter the dynamics of the race; and with up to 

nine per track, variety won't be a problem. 

Keeping on them, however, could be. The 
physics engine Rage has used Is, depending on 
your mood, either extremely advanced or plain 
unforgiving. The nine cars, from the no-frills 
Typhoon to the very desirable Wild Wolf, react to 
every bump and surface change with a realism 
that can at times border on the joyless. On WWR's 
more winding inclines (especially in mapless two- 
player mode, where pop-up will insist on rearing 
its foggy head), reading the track at anything above 
race-losing pace can be diabolical. 

It's a game that some will love and others will 
hate in equal measure. For those with the skill and 
dedication enough to get to grips with its handling, 
cars and tracks, Wild Wild Racing should prove a 
fine purchase. It will reward your time with a 
satisfying challenge and impress visually with 
atmospheric lighting and detailing throughout. But 
the fact remains that for off-road action, WWR's 
main competition is likely to be Rockstar’s fine 
Smuggler's Run — a more instantly accessible and 
far more enjoyable driving experience. Ultimately, if 
arcade fun is more your thing, go for the 'Run, but 
if you like to play harder, PS2 has no substitute yet 
for Wild Wild Racing. CF Paul Fitzpatrick 





WILD WILD RACING 
a. 


Why we'd buy it: 

- Very satisfying to play if 
you put the effort in 

- Inventive and fun 
Challenge mode 

- Massives course with 
good design 


Graphics _| Detailed and fast but not ground-breaking 
Atmospheric enough 


Why we'd leave it 

- Perspective and handling 
can be discouraging 

- Pop-up in two-player 
mode? What, in this day 
and age? 











Pe i) 


WILD WILD RACING 


osaap i 


Only five tracks, plus the various stunt courses, 
but Wild Wild Racing manages to cram in a wide 
variety of terrain nevertheless. 





WWR is a fine, if not 
immediately accessible, 
off-roader. Give it time, 
and you're highly unlikely 
to come away dissatisfied. 











Gameplay | Unforgiving physics do take their toll 
Life span | Linked game modes are a bonus 
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WETRIX 2.0 
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Here’s one waterworld that won't be a total washout... 


Publisher: SCi 
Developer: Zed Two 
Price: £24.99 
Players: 1-4 

Out: 24 November 
Web site: 
www.sci.co.uk 


Back story 

The original Wetrix was first 
seen on the N64, PC and 
Dreamcast, before making a 
sidestep onto Game Boy 
Color. Those who may have 
chanced by this title before 
will remember how totally 
addictive the gameplay can 
be, but could be forgiven for 
wondering what could 
possibly have been added 
to the PlayStation 2 version. 
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Every games platform needs its 
puzzlers, and PlayStation 2 is no 
exception. Lucky, then, that there are 
two being released to coincide with the 
launch of the machine. Bust-A-Move 4 (not exactly 
a new concept to PlayStation, and reviewed next 
issue] and Aqua Aqua: Wetrix 2.0. 

For the Wetrix series’ debut on PS2, developer 
Zed Two has introduced a story about the birth of 
a new world on which you have to create an even 
balance of land and water. Too much water and 
you get floods, too much land and earthquakes rip 
the place apart. 

By way of directing and positioning Tetrisesque 
building blocks that fall from the heavens, you 
have to build up a series of walls and hills, creating 
lakes to hold the water which drops in the form of 
blue balls. The more lakes you create, the higher 
your score. Tactically, it's best to have several deep 
jakes, plus one large one to evaporate the water 
from. But it's not all lakes — if you don't retain 
enough dry land, water leaks off the edge and fills 
up the drain at the side of the screen, drowning 
your little Aqua character contained within. 

Aquas (or ‘water spirits’) are little chaps who 
look like a cross between Teletubbies and Snorks. 
They run around your land and serve no purpose, 
except to look cute and utter strange comments. 
The story goes that the Aquas are competing for 
ownership of the world with four God-like boss 
characters, who try their hardest to destroy your 
jake-making attempts in Story Puzzle mode. If you 
just want to play a game without threat of a boss, 
go into Quick Puzzle mode and keep going until 
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More bombs 





you (or, rather, your test tube-trapped Aqua) dies. 
You'll find the compulsion to better your last score 
is overwhelming, and once achieved very satisfying. 

As well as the bosses cropping up to make life 
difficult, various objects fall from the sky that can 
either hamper or aid your objective. Ice cubes fall 
each time you move up a level, freezing the largest 
body of water, while bombs drop randomly. Use 
them to blow up excess land. 

If you get bored playing by yourself, rope in 
a friend for some two-player action. It werks on 
much the same principle as the one-player game, 
but relies more on the bingo card system (see 
What Does It All Mean?]. This option, and the 
beautifully rendered land and water effects, make 
Aqua Aqua a worthy first PS2 puzzler - and well 
worth your time and cash. It's so addictive it 
almost demands its own support helpline, and at 
such a low launch price, how can you resist? Water, 





than Whitechapel in the Blitz. 


=a 


> 
ry 


| One of the cuter bosses. He freezes your water in one spot; when it melts, it'll spill everywhere. 


LUA DOES IT 
pce 08 tae eee Dl a 

Blocks falling from the heavens, rainbows and 
lake mates, earthquakes... They all help you get 


points, but how? Here’s a brief guide, ‘cos we can 
tell you’re looking as confused as we are.. 









orate your water from, 
ate three or more smaller 
s that a blocks high. For each of 
Jeeper little la t a tiny creature 
swim about in it, ¢ e mate. Your score |: 
multiplied by the number of the ou have. 


2. Rainbow 

You get these for ha\ a lot of water on your land. 
Evaporate water whi isible, and your score will 
multiply again. They also look very pretty. 


3. Fireball 
e fall at regular intervals. Direct then to your 
st lake in order tc porate the water for 
ed points 


3. Drain 
The little test tube on the right Is your drain. When 


it and the little Aqua bloke trapped inside will drown 
This is obviously bad {and the end of the game} 


3. Bingo board 

One of the newer elements of the game. The place 
you drop your fireball corresponds with a square on 
this board, and each time you hit a fresh square 
you'll be given a token. Get a whole line and a 

such as a bigger drain or a double 








water, everywhere... 1] Louise Wells 
power-up, 
ae Ps rainbow, will be awarded for 60 seconds. 
AQUA AQUA: WETRIX 2.0 
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Why we'd buy it: Why we'd leave it A great first puzzle game 

- The addictive gameplay | - The seemingly for PS2, and at a tempting 

- The land is beautifully unobtainable points price. A vast improvement 


rendered 
- Water effects are great 
- The little Aquas are 


needed to stop a boss 
- The hours it takes out of 
your day 








on previous incarnations, 
but the concept could be 
taken a little further yet. 











pretty cute 
Graphics | A great 3D playing area 
Sound The Japanese-style voices add much kitsch 









Gameplay | Tough to get into, but great when mastered 





Life span | Will last for ages when you first buy it 
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It really is as simple as it looks. Fat yank tanks. Little map in the corner. Chase ’round the 


; 


city. Y'know. 
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Fed up with contraflows, Sunday drivers and The Highway Code? Join the Club. 


Publisher: Rockstar 
Developer: Angel 
Studios 

Price: £39.99 
Players: 1-2 

Out: 24 November 
Web site: 
www.rockstargames. 
com 


Back story 

Midnight Club is an urban 
racing game set on the 
post-bedtime streets of New 
York and London. Your job: 
to take on assorted drivers 
from the titular street racing 
society in a series of highly 
illegal thrashes, At stake: 
respect, and maybe some 
upgraded wheels. 


It may be ‘just one of those things, 
x but that doesn't make it any less true: 

when a new game contains big chunks 

from a selection of previous hits, the 
warning bells start to ring. Rockstar's Midnight 
Club is like that. Part Driver, part Ridge Racer, you 
begin to wonder where the extra spark a great 
game needs is going to come from. It certainly 
isn't obvious from first acquaintance. 

Y'see, this comes across from the start as a 
game with little depth - just a pure arcade thriller. 
The central concept couldn't be simpler. Urban 
thrill junkies have made the witching hour streets 
their own, illegally racing each other at breakneck 
speeds in all manner of tweaked vehicles. At stake 
is the respect of their opponents, and frequently 
their rides as well. Think of a dive bar blind date 
between Midnight GT and Bullitt and you're there. 

It’s stylishly presented though. Midnight Club's 
nifty menu gives you both a dip-in Arcade section, 
with Head 2 Head, Waypoint, Capture the Flag and 
Driveresque Cruise modes, and a meatier Career 
mode, which is where the real deal begins. 

You start the game as a regular Joe cruising 
the Big Apple on the look out for illegal racers. 
Find one, tail him/her and you'll be challenged to 
a cross city race. Win, and you get his mobile 
number. At this stage you can either race him 
again for his car or look for another club member. 
To fill your garage and gain kudos you must beat 
the lot, at any cost. And, more or less, that’s it. 

The cities available (New York and, later, 
London) are huge, glossy caricatures of the real 
things, and any route that sees you over to the 
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You can look at the map or, for the lazier of us, follow the arrow. Midnight 


Club is a pure arcade chase game, and proud of it. 


finish first is the right one. Pile-ups take on highly 
strategic value as you can block your opponent's 
best route, while numerous hidden short cuts 
mean the difference between victory and coming 
second to a wideboy called Darren Thurrock. 

But for all its atmosphere, Midnight Club is 
unashamedly arcade simple in concept. The 
game's strength is that it's breathtakingly fast, with 
some fantastic vehicles to be unlocked. Curiously, 
though, it's in this welding together of arcade 
sensibilities and gritty premise that a fly appears in 
the Turtle Wax. 

You see, for a game about illegal racing 
through rubbish-blown city streets, Midnight Club 
looks just too polished for its own good. Imagine 
racing through a Ridge Racer-fied Deptford, replete 
with blushing dawn and slick reflection mapping. 
Desirable it may be, but realistic it ain't. The cars 
also handle witha disappointing lightness - a 
shame, since the designers have gone to 
impressive lengths to show the cumulative effects 
of abusing Newton's laws on your chosen vehicle. 

The sad truth of it is that Midnight Club is 
gridlocked by trying to be two different games at 
once. Its Driver-style grim 'n’ gritty environment 
isn't quite gritty enough, failing to square with the 
controls’ arcade lightness of touch. The result, 
although fun, fails to engage the higher gears of 
player interest. (J Paul Fitzpatrick 
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MIDNIGHT CLUB 
Sea = ee | 
















Why we'd buy it Why we'd leave it 

- Huge environments - Insubstantial handling 
- Plenty of short cuts - Lack of real longevity 
- Impressive speed - Tired game play 





Nice details, but clunky building designs 
Good techno soundtrack; effective SFX 

Gameplay | Not without challenges, but nothing new 
Life span | Okay as a two-player, but still limited 















Check out that salmon-leaping yellow cab! (You 
can tell these guys also did Smuggler’s Run.) 
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MIDNIGHT CLUB 


SING 
HOSANNA! 


Midnight Club 
developers Angel 
Studios is rewarding 
brand loyalty, bless ’em. 


VeHICheWweLect 





Proud owners of Midnight 
Club and this month's 
other Angel Studios game, 
Smuggler’s Run, will be 
pleased to know that the 
development team has 
incorporated a fairly tasty 
vehicle crossover option. 
Choose to load data from 
your Memory Card while 
playing Midnight Club 
and, if you've saves from 
Smuggler’s Run, you can 
load that game's off- 
roaders into NY or London 
and tear around the city 
in them. Sadly this is a 
one way deal — but then 
you wouldn't really want 
to go mud pluggin’ in your 
snazzy, ass scrapin’ 
lowrider, now would you? 





Although it’s tempting to 
be blown away by slick 
graphics and speed, 
Midnight Club feels dated. 
Not awful, but the PS2 
can do much better. 









WELCOME TO 
NOO YOIK! 
New to the Big Apple? 
Want to take in the 
sights? Step this way... 


1M on Square 
Garden. Location of the 
woefully poor climax to 
Godzilla, and NY's finest 
sports/concert venue. 
In Midnight Club you 
can drive in one door 
and out the other side. 


2. The Harbour. Ever 
wanted to drive around 
the deck of a fully 
operational aircraft 
carrier? Well, with a 
handy incline, and 

no sense of self 
preservation, you can! 









3. Big Apple giving you 
EWo)lom iter lore ncvam Marcia} 
why not head for 
picturesque Central 
Park? Re-enact Die 
Hard 3's taxi chase, or 
just chill with a drive 
‘round the lake. 


4. Located at the tip 

of Manhattan, Castle 
Clinton was entry point 
for around eight million 
immigrants in 1855- 
1890. Now you can 
follow their first, 
tentative steps. By car. 


| teat 


5. Grand Central 
Station. Recently 
refurbished, this 
majestic railway 
terminus, built in the 
Beaux Art style, is now 
open for you to visit. 
By car. Again. 
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PS one.. 


Okay, so there’s a Lara memorial. 
Yeah, right. Like she’s really dead. 
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Skeletal bad guys and big, trap-filled rooms: 
scary to you and me, cosily familiar to Lara. 


TB RAGE: eS ae 


Lara's last outing on PSone paves the way for her next generation adventures. 





to put in an appearance — and lo and 


Resales %) If it’s Christmas then it's time for Lara //The final part, as Lara 


ce 99 behold, here she waddles, rising like sneaks around the H 
Players: 1 lazurus from the pyramidal rubble, of Von Croy, is probab 
Out: December done up to the nines in latex and Lycra with a few 7 


new gymnastic moves and a precious artefact or the best ™ level ever// 


two to dig up... Guess we'd better get ready for 








another Yuletide spent switch pulling, puzzle videogaming’s favourite female icon has to offer. 
solving and endangered species shooting. Except, Kicking off the precedings is a temple-raiding run 
PS by complete surprise, Tomb Raider: Chronicles is around Rome, in which our Lara shows off her new 
one dei actually far from the seasonal cash in that we tightrope walking skills (superbly animated, by the f 
; rs ; 9 . : Shades of Total Recall as Lara legs it through an 
TOMB RAIDER: expected. As it turns out, it's a genuinely exciting way} then bumps into old cronies Larson and X-ray body scanner. Lovely vertebrae she has too. 
CHRONICLES game, well worth shelling out your pre-Christmas Pierre before doing battle with a laser-shooting 
Graphics moollah and depriving great Aunty Lil of her God stuck inside a Roman helmet. Yes, really... slightly) it also means the gameplay's tightened up, 
pincer ies annual crate of Just Brazils. From the opening sequences you can see and you actually have a much better idea of what 
i Rather than opt for the full scale dirt digging where Core’s taken the series. The unwieldy levels you're supposed to be up to. 
She grunts, and yes, pseudo-occult adventure, Chronicles is a collection _ of the last two Tomb Raiders have been shrunk This applies throughout the levels, and is the 
she groans 1a of four adventures set prior to her ‘death’ in The down into something more like the original game. crux of what makes TR:C the best of the series. 
Seer Last Revelation, showing off the best that So while it makes the adventure shorter (but only Whether it’s the trawl round the bowels of a 
Refined above and ; 5 : 
bejondaliothers ‘ . ; Russian sub or a romp across a craggy Irish rock 
1 WW 3 7 as a sweet 16-year-old, the game never fails to 
Life span : ' R ; 
Secrets add to the hold your attention. The final level, in which Lara 
replayability ] sneaks round the HQ of TR4 foe {and man 
It’s tricky to keep ideas responsible for her ‘death’] Von Croy is probably 
beg ie outings, the best Tomb Raider level ever. Think of Metal 
jut new development i ae ‘ 
blood has kept Tomb Gear Solid meets The Matrix, with a rubber Sulted 
Raider at the top. Lara sneaking around chloroforming laser wielding 


enemies and you'll get the picture. Tension and 
action in perfect game balance. 

This is the last of Lara for PSone. Next year it'll 
be Tomb Raider: Next Gen (see page 47) but in the 
meantime, enjoy TR:C - Core’s done it again. And, 
of course, she isn’t actually dead... LJ Dan Mayers 





14 Lara’s travels take her everywhere from 
(2 " verywi 


Rome to Russia; from grim, bad guy- 


NE R D IC 16 packed warehouses to lonely museums. 
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Ahhh, the joy of putting a pellet in 
x) those tin pot helmets so beloved of the 
Third Reich. Medal of Honour was one 
of the few first-person shooters on 
PSone to capture the imagination, and it's sequel, 
MoH 2: Underground, is sure to do the same. This 
time round the star of the show is a dusky young 
thing by the name of Manon — Lt Patterson's 
informant from the first game. Her brother's killed 
in the first level, driving her into the arms of the 
Paris resistance and to missions that span Europe 
and North Africa. Everything that made the first 
game great is here in abundance: tension, action, 
suspense, education [really!) and Dreamworks’ 
magic touch. Vive la resistance. (] Dan Mayers 
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Gun? Bullets? World War Il? Time to head Underground... 


“Left at the Dog and Lamppost, carry on past ine 
WC...” MoH2’s citizens are ever so helpful. 


BB se! 


Prepare for Japanese strangeness of the highest order 


Incredible Crisis revolves around a 
x) Japanese business man, Taneo, and his 

family. They're about to have the worst 

day of their lives. Things start off 
normally enough with an office party, in which you 
have to press buttons to make Taneo jive with 
colleagues, PaRappa-style. Soon things start to go 
wrong, and the relentless series of sub-games that 
make up this extremely odd affair begin with you 
running down a corridor with a giant stone ball 
bearing down on you. Before long you'll be 
massaging a stranger to climax on a Ferris wheel, 
answering maths questions, creeping past bank 
robbers and shooting fighter planes. It's simple, 
repetitive and so very, very weird... (] Lee Hall 





Picking up where Bishi Bashi left off, Incredible 
Crisis is a prime slice of Japanese madness. 


SPYRO Sy vere OF THE ORREON 


The diminuitive dragon returns in his best platformer yet. 


Developer Insomniac's quest to 
x) produce the perfect platformer 

continues with the third instalment in 

the Spyro series. There are now four 
new protagonists to choose from, as well as the 
cutest dragon in town. The game truly looks the 
part, with Spyro 2's beautiful 3D environments 
surpassed by even more gaggingly gorgeous 
backdrops. The sub-games are strong, and see our 
scaly chum driving speedboats and even ‘doing a 
Tony’ in a skateboarding session. 

Steps have been made to introduce a difficulty 
curve that was so sadly lacking in Spyro 2, so 
expect the pedestrian early pace to turn nasty fast. 
Great for sprogs; engaging for adults. 1) Lee Hall 


ALSO RELEASED... 


It’s due a PS2 makeover by Havas soon, but 
Spyro remains one of PSone’s most lovely affairs. 


Incendiary puzzle madness in BOMBING ISLANDS... Throat-ripping stealth action in MORTAL KOMBAT SPECIAL 
FORCES... Yet more monster hoarding in DIGIMON WORLD... Hay-munching horseplay in EQUESTRIAD 2001... 
Jungle jiving in the dancemat-tastic JUNGLE BOOK GROOVE PARTY... Old skool space blasting in RAY CRISIS... 
Mech-based war-mongering in IRON SOLDIER 3... Platform Pooh action in TIGGER’S HONEY HUNT... Jump and fly 
magic carpets in ALADDIN IN NASIRA’S REVENGE... And another Tetris clone called MAGICAL DROP... 





Price: £29.99 
Players: 1-2 
Out: 1 December 


PS one.. 


Deeply atmospheric, 
Underground could be 
described as merely a 
mission pack, but it’s 
just as exciting and 
immersive to play as 
the first game and 
should be described as 
a grande victoire. 
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Publisher: Titus 
Developer: Polygon 


Magic 

Price: £19.99 
Players: 1 
Out: Now 


PS one.. 


This kookie game is 
the sort you'll get out 
after a night on the 
pop to show your 
mates. After the initial 
novelty of the bizarre 
levels wears off, you 
probably won't be 
back very often. 
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Publisher: SCEE 
Developer: Insomniac 
Games 

Price: £29.99 
Players: 1 

Out: Now 


PS one.. 


With new characters, 
moves and sub-games, 
it’s plenty big enough 
to occupy you for 
days. If we ever gain a 
platform game on PS2 
that can match it for 
fun it will rock indeed. 
Spyro 4, anyone? 
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NEWS 
ISS PRO ENOLUTON 2 


Publisher Konami will release ISS Pro 
Evolution 2 next March as a follow up to its 
current offering, ISS Evolution. Unlike ISSE, 
ISSPE2 has been developed by the KCET 
development team responsible for earlier 
PSone versions. The Japanese version has 
already been released, and it represents a 
welcome assault on some of the niggly 
features like poor crossing and a lack of 
injuries that tempered the brilliance of the 
previous instalment. 





PREVIEW 

Pees TCS 
Based on the plot of the movie, The Mummy 
places you in the sandy boots of Rick 
O'Connell for a game that promises to be 
even more over the top. It’s a 3D action 
adventure in the mould of Tomb Raider, 

with some very odd sub-games. At one 
point, for instance, you'll find yourself surfing 
on molten lava. Full of puzzles, decent up- 
close graphics, but unfortunately that PSone 
draw distance rears its ugly head again... 





FERR ESFSar 
RETRO HELIX 

Next year’s sequel to Fear Effect is well 
underway, and allegedly features action 

set in the Far East. Crucially, the game is a 
prequel, plotting the lives of Hana and co 
before last year's initial instalment. There's 
also a new playable character — the 
beautiful Rain. She has an evil twin sister by 
the name of Mist, and their relationship will 
apparently become central to the plot. 
Curiouser and curiouser... 
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Two very good reasons to subscribe 
to Official PlayStation 2 Magazine: 
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1. You save money. 2. You get your copy 
You get 10% off the newsstand price with our maile to your door. 


No more sell-out fears. No more trudging to 
the shops in the rain. 


The only reason not to: 


six-issue Subscription at just £26.95. 





1. You don’t like games. 


160 —J —. 





SANE L* 


With an Official PS2 subscription you 
get six issues at just £4.50* each 


*Offer applies to UK residents only 


HOW DO I SUBSCRIBE? 
Call the hotline 


Ring 01458 271184, quoting Order Code: PLTPO1 
Line open 24 hours, seven days a week 
Overseas readers call +44 1458 271184 


Or complete the form and return to: 


UK: Official PlayStation 2, Future Publishing, FREEPOST BS4900, 
Somerton, Somerset TA11 6BR : 

Overseas: Official PlayStation 2, Future Publishing, Cary Court, 
Somerton, Somerset, TA11 6TB, UK 


Or subscribe online at: 
wwwiuturenet.com/promotion/pg001/113 


b (oO er-]aer-]a[e 21 BV 001g 
subscription at any 
time, and claim a full 
refund on any unmailed 
issues. No questions 
ENS cel] 





YES, | WANT SIX ISSUES OF 


THE OFFICIAL PLAYSTATION 2 MAGAZINE 


YOUR DETAILS 

Title Initials 
Surname 

Address 

Postcode Country 


Tel no [inc STD code} 


Email address 


PLEASE CHOOSE YOUR METHOD OF PAYMENT 1 OR 2 


1. DIRECT DEBIT 

C) UK only £26.95 every 6 months - save 10%. Complete form below. 

| understand that | will receive 13 issues during the next 12 months. 

You can subscribe by Direct Debit over the phone. Simply call 01458 271184 
and have your cheque book or bank statement to hand. 

DID YOU KNOW? All the details you need to fill in this Direct Debt form are 
printed on your cheque. 


Instruction to your Bank or Building Society to pay Direct Debits. 
Originator’s Identification Number 


ali 7{6{8[1[9[5] 


Please send this form to address shown 

















Future Publishing Ltd. 
Cary Court, Somerton. 
Somerset. TA11 6BR 


1. Name and full postal address of your Bank or Building Society branch 


To: The Manager 
: _____________Bank/Building Society 


Address 





Postcode_ 








2. Name{s} of 
account holder(s) 


3. Branch sort code {from the 
top right hand corner of your cheque) 








4. Bank or Building Society | 
account number a 
5. Instruction to your Bank or Building Society 


Please pay Future Publishing Direct Debits from the account detailed on this Instruction subject 
to the safeguards assured by the Direct Debit Guarantee. | understand that this instruction may 
remain with Future Publishing and if so, details will be passed electronically to my bank or 
building society. 














Slenature(s}2 “ane an Date 
Ref No (Office use only) 


Banks and Building Societies may not accept Direct Debit Instructions for some types of account. 


You may photocopy this blank form and then complete it. 
You cannot fax or email Direct Debit forms. 


2. CHEQUE/CREDIT CARD 


L] UK £26.95 - save 10% O Europe {including Eire) £36.95 
L) North America £36.95 UO Rest of the world £46.95 


O) Cheque (£’s sterling drawn on a UK bank account payable to Official PlayStation 2 Magazine) 
_] MasterCard [_] Visa (_] Switch Issue no/valid date 
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FIGHT CLUB 


20th Century Fox/£24.99/Out now 
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cod doesn't just Play games, you know. o)amarey Hels Se)aatcy other ae you mi 


Film: |f you still think Fight Club is simply 
about men with nice pecs bashing the hell 
out of each, please buy this DVD. David 
Fincher’s tour de force packs a visceral and 
intellectual punch more powerful than that 
of any other recent Hollywood movie. 
Edward Norton plays the insomniac 
salaryman who is rescued from his numb 
existence by Tyler Durden (Brad Pitt}, the 
sharp-dressing, wise-cracking, soap-selling 


anarchist. What follows is an intelligent farce, 


moving with such incredible pace that it'll 


disorientate your mind for weeks. 








Features: A whole second disc of 
additional materials includes some revealing 
behind-the-scenes vignettes with multiple 
camera angles and commentaries. The 
deleted scenes are equally fascinating, 
particularly if you want to know what Marla 
originally said instead of the line “I haven't 
been f**ked like that since grade school.” 
Numerous ads and trailers include the one 
where Pitt encourages viewers to drink their 
own urine. Sweet. SR 

Verdict: Own this DVD. Careful, mind - 
may begin to own you. 9/10 












THREE KINGS 


Warners/£19.99/Out now 


Film: Every major war has inspired its own 
films, but Hollywood has been cautious 
about turning its lens on the Gulf conflict. 
Three Kings emphasises the difficulty of 
summarising a complex political situation 
within the confines of a buddy flick, but still 
provides two hours of decent entertainment. 
Set immediately after the Gulf ceasefire, 
a group of US Army privates, under the 
direction of an opportunist Major (George 
Clooney), set off on an ill-judged expedition 
to liberate a stash of stolen Kuwaiti gold for 
themselves, after discovering a treasure 
map stuck in a prisoner's arse. The bungled 


mission soon takes on a more worthy 
purpose as the plight of ordinary Iraqi 
people under Saddam touches the 
Americans. Unfortunately, the eclectic 
casting backfires as Clooney, Ice Cube, 
‘Marky’ Mark Wahlberg and Spike Jonze 
struggle to find any on-screen chemistry. 
Features: The behind-the-scenes footage is 
lengthy but superficial. More revealing is 
director David O Russell's own video diary. 
The ‘Intimate Look Inside The Acting Process 
With Ice Cube’ is simply terrifying. SR 
Verdict: Always interesting, but never truly 
arresting. 6/10 


THIS IS SPINAL TAP 


MGM/£19.99/Out now 


Film: It's 16 years since this famous spoof 
documentary cut a chucklesome swathe 
through an era of stadium rock pomposity. 
Its keenly-observed calamities of life on tour 
still ring true. Stupid haircuts, delusions of 
grandeur, squabbling, gradually decreasing 
audience, rhythm section replaced by 
sessioneers... Hello Cleveland, we're Oasis. 
Director Rob Reiner finds ideal subjects 
in a hubristic rock group past their prime, 
struggling to comprehend the zeitgeist and 
resorting to tantrums over the size of the 
bread on their rider. Still, there are moments 
of pure rock power amongst the pathos, 
and it's great to finally hear classics such as 








»ALSO RELEASED 


Hellhole and Big Bottom in digital Surround 
Sound, turned up to 11. 

Features: Includes over an hour's worth of 
outtakes and deleted scenes. These explore 
rejected plot lines, like the appearance of 
David St Hubbins’ estranged teenage son, 
but are most valuable for the additional 
banter in which the band debate whether 
or not monkeys can swear. Other features 
include full audio commentary from the 
three lead actors, a new interview with Rob 
Reiner, rare footage from the early ‘Flower 
People’ years and four music videos. SR 
Verdict: Hilarious film, and one of the best 
DVD packages around. 8/10 


el 


Warners/£19.99/Out now 


Film: The pestilent Pokémon plague 
continues to blight our nation. Sure, the 
original Red and Blue Game Boy Color 
games were ingeniously addictive, and 
the card game was a laugh until eight- 
year-olds started stabbing each other for 
the possession of a rare Gyarados. Watching 
the cartoon, however, is like choking to 
death on Haribo Fun Mix. The first Pokémon 
movie — yes, there will be more — sustains 
its torture over a longer period. 

Only the most hardened kidult fan of 
Japanese kitsch will be able to survive 
the barrage of high-pitched squeaking, 
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POKEMON: THE FIR 


MOVI 


cute violence and contrived moral 
overtones that is Pokémon: The First 
Movie. Avoid, lest you become hypnotised 
by Mew's piercing stare. 

Features: The harmless jollity of the 
Pikachu's Vacation short is actually more 
enjoyable than the movie itself. Other 
features include the ten minutes of footage 
which explain Mewtwo's origin [originally cut 
from the English version of the movie}, a 
frankly terrifying music video by M2M and 
holiest of all, a free Mewtwo card. SR 
Verdict: Sign the petition to exterminate 
the Pokémon vermin. 3/10 


KEVIN & PERRY GO LARGE 


Icon/£19.99/13 November 


Film: We're used to Saturday Night Live 
sketch characters appearing in full length 
features, but the idea of British television 
trying the same trick is questionable. Yet 
the central conceit — that two forty-ish 
comedy actors, one of them a woman, 
play a pair of tantrum-prone, sex-obsessed 
adolescents — works surprisingly well once 
you overcome the sheer Krankiesque 
ludicrousness of it all. 

The film also boasts a fair line in gross- 
out humour (excrement and the whole 
range of bodily fluids take centre stage at 
some point]. The boys, in a Saturday job 
interview at Virgin Megastore, are asked 


where you'd find punk. Their answer? 
Somewhat predictably: “In my sheets.” 
From here the plot follows Kevin and Perry 
to Ibiza where they rise from sand-kicked- 
in-face zeroes to Cream DJ heroes in a 
matter of days. All reasonable fun, but you 
wouldn't want to watch it twice. 
Features: A few featurettes in a similarly 
unsubtle comedic vein, including ‘Kevin's 
Guide To Being A Teenager’, made up of 
clips from the original TV show. There's a 
full audio commentary from Harry Enfield 
and director Ed Bye. MB 

Verdict: Not the film to add credibility to 
your DVD collection, 4/10 


American Psycho EV £19.99/Brothers Visual Ents £19.99/Of Freaks And Men Tartan £19.99/Young Frankenstein Fox £19.99/Honest Pathé £19.99/The Insider Warner £19.99/ 
The Hurricane Warner £19.99/Bruce Lee: Path Of The Dragon |MC £15.99/The Cider House Rules Touchstone £15.99/Ghost Dog: The Way Of The Samurai/FilmFour £19.99 
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Tartan Video/£19.99/Out now 


Film: To quote another spoof documentary 
reviewed this month, there are none more 
black than Man Bites Dog. This classic 1992 
Belgian film is comedy at its very darkest. If 
Happiness made you squirm and Very Bad 
Things made you retch, Man Bites Dog will 
make you want to shower and bathe and 
scrub yourself raw. 

It follows a group of student filmmakers 
who are recording a documentary about a 
serial killer, Benoit. Initially, he comes across 
as quite a charming fellow, introducing his 


GLADIATOR 


Universal/£24.99/21 November 





Film: Forget your Con Airs and your Gone 
In 60 Seconds, no matter how amusing 
they might be. The box-office success of 
Gladiator shows the power of a meaty, 
heavyweight action movie — one with 

an exotic locale, thrillingly blood-soaked 
battle scenes, and weighty characters and 
situations. Director Ridley ‘Blade Runner 
Scott is, of course, a master Of background 
detail, and much of the joy of this film 
comes from its depiction of the complex 
world that acts as a backdrop to our hero's 
slow, bitter crawl from North African slavery 
to near-mythic status as top gladiator of the 
Empire. And not only does it look great, it 
has at its centre a star-making [if somewhat 
joyless) performance by Australian actor 
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BITES DOG 









grandparents and quoting philosophy. So 
what if he offs a few postmen, particularly 
when his demonstration of how to dispose 
of a corpse is so entertaining? However, as 
Benoit gradually earns the confidence of the 
filmmakers (and the audience}, his acts 
become more horrific, and everyone is 
implicated in his violent murders. 
Features: A thoroughly bizzare short film, 
‘Pas De C4 Pour Daniel-Daniel’. SR 
Verdict: Sick, fascinating and unique, plus 
that surreal bonus on the DVD. 8/10 


“Stallone may be 
big, but he’s out 

of shape...”: Michael 
Caine in the original 
Get Carter. 








Russell Crowe. It translates well to DVD, not 

least because its elaborate fight sequences 

and spectacular effects shots almost 

demand freeze-frame analysis. Best 

action film of 2000? It's in the bag. 

Features: Two behind-the-scenes 

documentaries; an interview with composer 

Hans Zimmerman; assorted trailers and a 

bunch of deleted scenes. These vary from 

dialogue-free mood pieces to more integral 

encounters, including one section where it 

is revealed that Rome's non-stop games are 

being paid for out of the vital grain reserves, 

thus dooming the city come winter. MB 

Verdict: Bold, thrilling and moody. srion (Reg itela t aside, ‘ 
Simply a great adventure movie, and a \ re with Get e this loving portrait can't help but _ picture gallery; 
great DVD buy. 9/10 eho tell A ee Bees i 
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LAcder-world 


Going next-gen with Rick Smith of England's most futuristic rock band. 


“Happy, happy! And I'm not being facetious.” This is 
how Rick Smith describes the Underworld live 
experience, even after having spent the last 12 
months confined to a lonely room in order to mix 
and remix hours of his own performances for the 
new Underworld live DVD, Everything, Everything. 

Smith is the studious innovator to Karl Hyde's 
ranting shaman in the new pared-down Underworld 
duo, and for a man who spends his life surrounded 
by technology, he remains remarkably wide-eyed 
about his craft. 

“It's such a laugh. | don't think the experience 
we're having on stage is very different from that of 
the audience, really. It's a joyous time when you 
forget everything else for a couple of hours.” 
Everything, Everything may be a triumph of aural 
and visual electronic trickery, but its impact is very 
much visceral. “Technology is there to communicate 
a piece of art,” muses Smith. “Actually, never mind 
the art, it's there to communicate a feeling” 

After nearly twenty years in the business 
(Smith and Hyde formed cult electro-pop act, 
Freur, in the early Eighties), Underworld still find 
themselves on the cutting edge. Simply as a by- 
product of their thirst for the new, they've become 
the first group to subvert the tired live album 
tradition by creating Everything, Everything primarily 
for the DVD format. 

“At first, DVD simply presented an opportunity 
for high quality visuals and Dolby Surround 
Sound," explains Smith. ‘The interactive elements — 
the ability to program your own gig, the DVD-ROM 
section — came as | explored the possibilities of 
the format. But | think they suit what Underworld is 
all about.” 
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After DJ Darren Emerson's \departure from the 
group this summer, Everything, Everything draws a 
line beneath Underworld Mk 1, therefore suggesting 
a new direction for the group. 

“Last year there was a look in Karl's eyes telling 


me we weren't going to be playing in this fashion for 


much longer. It was getting easy. We craved a new 
challenge. Darren's departure was coincidental but it 
has cemented that feeling of needing to move on.” 

Central to the group's progression is their 
work with Tomato, the multimedia art and design 
collective also responsible for the series of bizarre 
PlayStation 2 adverts that graced style mags back in 
August. ‘Tomato is an inspiration for Underworld 
and vice versa,” stresses Smith. They plan to create 
live “jams” in the near future, but before we get to 
hear the new Underworld in aural form, their 
multimedia work will be exhibited on their Web 
site {accessed only via hotlinks on the Everything, 
Everything DVD-ROM) where a different download is 
promised each day. 

As for PlayStation 2, Smith is already excited, 
eager to know details of new games before the 
interview even begins. “Knowing PlayStation, it's 
going to be fantastic. | love the sense of control 
afforded to the user. I'm fascinated by the 
possibilities of multi-user play, and by the sound 
capabilities of PlayStation 2.” 

At the very least, expect Underworld on a PS2 
game soundtrack sometime soon. At the most, 
expect these mega mega white boys to do 
something nobody else has even thought of yet. 
The future is happy, happy. Sam Richards 
* Everything, Everything is out now on DVD and audio CD 
through JBO. 

















Everything, 
Everything 


The bulk of Everything, 
Everything is a 90-minute 
compilation of Underworld 
live performances from 
the last world tour (with 
Darren Emerson]. It's an 
astonishing greatest hits 
set, mixed with gloriously 
evocative cut-up visuals 
from Underworld’s design 
allies, Tomato. 


Tracklisting: 

1. Juanita/Kiteless 

2. Cup 

3. Push Upstairs 

4, Pearl's Girl 

5. Jumbo 

6. Shudder/King Of Snake 
7. Born Slippy (Nuxx} 

8. Rez/Cowgirl 

9, Moaner 


Extras: 

- Two audio tracks (Kittens, 
Rowla} accompanied by 
Tomato visuals (outtake 
montage 

- Unusual interactive DVD- 
ROM features Dogboy 
Headset and One Visor 

- Link to Underworld Live 
Web site for further 
interactive treats. 














EVERYONE —- THE 
VIDEOGAME MUSIC 
COVERS BAND 


www.cyberenet.net/ clarus 

In an age where big name artists are conquering 
the game soundtrack market, a few hardy 
traditionalists stand opposed to the route 
travelled by the WipEouts and Gran Turismos of 
this world. They prefer the music accompanying 
their PlayStation pleasures to be composed by 
Japanese boffins coaxing strange beauty from 
malfunctioning synths. Who needs Moby, when 
you can have the theme from Mega Man 2? 

At the forefront of this hardcore sect are New 
Jersey trio, Everyone, who lay claim to being the 
world's only committed videogame music tribute 
band. Their Web site contains a full archive of 
MP3s. Clips include covers of Mayoura’s Cave 
from the original Final Fantasy, Mute City from 
F-Zero and a hot-rockin’ version of the Double 
Dragon theme. Dressed to confuse, Everyone's 
uncompromising retro-futurism would surely be 
admired by UK groups such as Add N To (X} and 
Plone, while the trio show their confrontational 
side by printing T-shirts which take the bold step 
of dissing sportz metallers Limp Bizkit. SR 





SUPER GREG 

www.supergreg.com 

Yo! Can you mix it up wildstyle on the wheels of 
steel homeboy? Never mind, nor can Super Greg, 
self-styled suburban B-boy and the Ali G it’s still 
cool to like. More Morris Minor & The Majors 
than Run DMC, Greg's site is an exhibition of his 
graf skills, gangsta poses and spectacularly inept 
DJ abilities, all brought to you with true ghetto 
ove. Stay fresh! SR 
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ELECTRONIC PLASTIC 


Author: Jaro Gielens & Die Gestalten 


Verlag/Price: £25.99 

Nostalgia is an ugly rash on the arse of 
videogames. Next time some lank-haired 
twit tries to tell you that Pong's ‘purity of 
gameplay’ somehow makes it superior to 


SSX, you have our permission to punch their 
face off. Then again, when gaming nostalgia 


is packaged as alluringly as in Electronic 


Plastic, it’s difficult to prevent your eyes from 


misting over. 

This fine tome - from German graphic 
design Godheads Die Gestalten Verlag — is 
basically a gallery of ancient handheld 
videogame machines from the days before 


Game Boy. Did we really spend the whole of 
one half-term holiday mesmerised by Crazy 


Climber? Did we really think the future was 
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BUNNYHOP 


Frequency: Irregular/Price: £4.25 
(import}/See: www.bunnyhop.com 


A weird one this. While most underground 
US zines and mags have more traditional 
games content, Bunnyhop embellishes its 
none-more-hep music reviews, interviews 
and features with graphic design that give 
away a serious arcade addiction circa 
1979, Proof? Issue Ten comes complete 
with a faux Donkey Kong cover {see 
wwwyumpop.com for cool arcade tees}, 
while inside, features on illustrator J Otto 








Tomytronic 3-D? Yes, we did. Look back with 


fondness, chuckle at your youthful naivety, 
and thank God for progress. SR 





THE 


FIST 





Siebold, Howard Hughes, Web zine 

The Onion, Les Rhythmes Digitales plus 
Burroughs-ian cut-up record reviews are all 
splattered with 8 bit fonts and arcade-style 


images. Old skool retro this might be rather 
than a Dig Dug fanzine, but Bunnyhop sure 


looks as purdy as it reads. MG 

Gaming content: More than a bit sparse, 
but as an example of how a teenage 
Asteroids habit has shaped the US 
scenesters of today, go see. 


* Bunnyhop is available from import record stores 
and good magazine shops. We grabbed ours at 
Borders on Oxford Street (Tel: 0207 292 1600) 


HOUERN POMETHELS 








Left to. right: 
skateboarding 


thirtysomething; posh 


idler; a drummer; a 


nouveau lo-fi fan. 


Using the power of your PS2 with this month's best CDs. 


BLUR The Best Of (Food) 





| Who? Indie flouncers 

| tured mockney 

| superstars turned 

| obtuse art-rockers, Oh, 

| and the best British 

| singles band of the last 
| decade. It's all here on 

| one handy compilation 


<4 





Highlights: Program 
For Tomorrow, To The 
End, The Universal, 
Beetlebum and Tender 
into your PS2 and you 
get a beautiful lesson 
in yearning, unaffected 


— 


Lowlights: There’s No 
Other Way, Parklife 
and Country House 
are strictly period 
pieces, Meanwhile, 
the album Is poorer 
without Popscene or 
Blue Jeans. 


Verdict: You should 
own all of Blur's 
albums already, but 
as a portrait of those 
Naughty Ninetles, this 
Best Of is nigh on 
essential, 8/10 





| who? American goth- 
metal mutha, self-styled 
spawn of Satan and 

| scourge of upstanding 

| citizens across the 
US. Holy Wood is his 
fifth missive from the 
dark side, 


Holy Wood [interscope} 








Highlights: The Fight 
Song and President 
Dead are debauched 
rock 'n' roll stompers 
which show the sportz 
metal upstarts a thing 
or two about style. 





FATBOY SLIM Halfway Between The Gutter And The Sta 


| Who? Mr Zoe Ball 

| follows the lead of 

| Skint label boss and 

| fellow big beat clogger 
| Midfield General in 

| adopting a more 

} soulful outlook for his 
third album. 





Who? Manchester 
| music and design guru 
| rapidly making a name 
| for himself as the next 
| Tony H Wilson. Owns 
the Twisted Nerve label 
and discovered Badly 
Drawn Boy. 


WOOKIE wookie (S25 Recordings) 


Who? Real name 
Jason Chue, protege of 

| the Soul II Soul posse 
and fast-rising star of 
the UK garage scene. 

| His debut LP is actually 
as much R&B as it Is 
breakbeat. 


» ALSO RELEASED 








Highlights: Love Life 
and Demons, which 
both feature the 
recognisable vocals of 
everyone's favourite 
Marge Simpson 
impersonator, 

Macy Gray. 


ANDY VOTEL styles of The Unexpected {Twisted Nerve/XL) 


Highlights: In this 
eclectic selection, It 
really depends on 
your mood, Girl On A 
GoPed {with Jane 
Weaver) Is gorgeous 
St Etienne-style 
lounge pop 





Lowlights; The lack of 
brevity, the endless 
histrionics and the 
clichéd rhetoric. If 
Manson despises 
Christian religion, why 
are his records so 
obsessed with it? 


Verdict: The man 
Marilyn will have to 
change his tune (and, 
indeed write some 
tunes} if he's to arrest 
the descent into self- 
parody, 5/10 





rs (Skint) 





irksomely repetitive 

Star 69 and pompous 
single Sunset (Bird Of 
Prey}, which resurrects 
boring dead bloke Jim 
Morrison. Like, cheers. 


Lowlights: Too many 
tracks sound like 
unfinished demos, 
while RiderBrow is 
the nolse made by a 
dying stoat. 


Verdict: Norman 


appears to be too 
luwed-up to notice 
that he’s treading 
water with those 
treacly beats. 6/10 





Verdict: An intriguing | 
combination of 
acoustic and electric 
styles but not quite 
the majestic mash-up 
his DJ sets suggest 
6/10 






















Highlights: Battle and 
Get Enuff we know, 
Time is a wondrous 
slab of sophisto-soul 
and What's Going On 
works breakbeat 
magic with Soul II 
Soul's Back To Life. 


Lowlights: VCF and 
Flex both make a 
meal out of minimal 
material. 








Verdict: Forget MJ 
Cole's coffee-table 
tedium or the wideboy 
missives of Artful 
Dodger and co - 
Wookie Is the one to 
watch. 7/10 








TEXT: SAM RICHARDS 


U2 All That You Can't Leave Behind (Island)/Tailgunner Tailgunner (No Label]|/Papa Roach Infest 
(Dreamworks}/Etienne De Crécy Tempovision (XL|/Deltron 3030 Deltron 3030 (75Ark|/Larmousse 
Larmousse (City Slang]/Red Snapper Our Aim Is To Satisfy (Warp)/Various Artists Solesides 
Greatest Bumps (Ninja Tune]/RJ Harvey Stories From The City, Stories From The Sea {Island} 
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Not so long ago, | was 
offered the job of Staff 
Writer on Official PS2 
Magazine. My family was 
happy. My friends were 
happy. | was happy. 

A few months later and 
’'m a beaten man. Hidden 
in tiny type at the bottom 
of my job description was 
a paragraph I'd overlooked. 
It read, “Every issue, you 
must play your fingers to 
the bone in a righteous 
quest to tip every PS2 
game known to man, 
woman and beast. Bosses 
must be beaten, cars must 
be unlocked, combos must 
be gently teased out. From 
now on, sleep is a luxury 
you can ill afford.” Then 
something about doing it all 
on time, or they’d sack my 


sorry arse. 

I have done as ordered. 
This issue, ’'ve fought the 
Devil in Tekken, flown flying 
saucers in Wild Wild Racing 
and made my eyes bleed 
testing the No Scope cheat 
in Silent Scope. ’'m a tired 
man, a learned man, but a 
happy man. And Pil keep 
telling them that until | get 
an assistant... 


Heli 


Paul Fitzpatrick 
Staff Writer 


The world of Hardcore can be a 
lonely place, with naught but a 
broken Dual Shock 2 for company. 
What I'm saying is send me those 
tips. Send me your guides, your 
problems, your requests and your 
sneakiest cheats. We'll print the 
best (and bung you a T-shirt], and 
run our answers to your problems 
in a new Q&A column. Write to me 
at: Hardcore, Official PlayStation 2 
Magazine, Future Publishing, 30 
Monmouth Street, Bath BA1 2BW. 
Electrical cyberpost to 
PS2@futurenet.co.uk. Write now! 
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So what have we done? 
We've done the lot. Not 
only have we included 
every single Tekken Tag 
character you'll encounter 
in this month's featured 
Hardcore game, we've 
even graded their moves 
for you. So now you'll be 
able start off with a two 
button combo and work 
your way up to an energy 
bar-crushing Tenstring. 
What are you waiting for? 
Go start a scrap... 


Neutral position. 
Quarter circle forward. 
Moves done together. 
Moves done after 
each other. 

Moves must be done 


immediately after 
the other. 


Or (when used between 
two moves these are 
interchangeable). 

Move following the > 
has the option of being 
slightly delayed. 

Hold movement 
preceding the # until 
end of string. 

Do move during 
crouched position. 
While standing up. 
While running. 

Back facing your 
opponent. 

Right facing front. 
Right facing left. 

Left facing front. 

Left facing left. 

Side step. 

Square brackets 
indicate an 

optional input. 

Round brackets 
indicate moves 
grouped together. 
Brace brackets indicate 
buttons needed to 
break a throw. 
Tenstring. 


TRUE OGRE 
Hit by the ugly stick 
~ ina big way 







\ MR 


| | | 


Here it is. All the fighters: their best moves, their best Tag partners, and a whole load of extra characters for you to discover. 


ARMOR KING 
= Robotic cat-cum- 
" pre wrestler 

o-) 


aes | 


\4 ik 


% 


&é 


YS 


waa 


Cat-wrestling moves 





Character @ 4 EDDIE GORDO 
vate } GA}! Wannabe B-Boy; 
i ~ mixes breakdancing 
ef — with fighting 
aa 

Good for Button bashers 

Bad for Fighting against 


Best Tag partner 








Barbeque lighting 
A dinner date 


Ogre 













Top 20 moves: 
Easy 


(Front) Rio Dea: @+® 
(Front) Rio Special: ©+©@ 
Asfixiante: —+@® 

Black Summy: © 

Fire Kick: ® 









Right Axekick: 3+© 
Palm Strike: >+@ 

Azteca Shoot: SS+©® 
Jumping Boot: A+@ 
Evil Wheel: f.+@+© 

















Medium Straight Jab: ++@+@® Bazooka Leg: >,>+© 
Elbow Sting: b/3+@ Baek Heel: >,3,N+© 
Crying Needle: FC+@+@® Dropkick: >,3,@+© 
Face Jammer: WS+@) Horn Gore: ¥+@+@® 
Rising Feet Lunge: ++@+© Dark Shoulder: 3+@+© 
Hard Knee Thruster: ++® Bloody Scissors: £+@+© 
Fire Kick: (1_ 2)+@+© FY -€] Arm Choke: >,>+@ 
Back Handstand Spring: @+© [-<] Indigo Punch: +,<+@+@® 
Boomerang: A,A+@+© [Little Hop], Super Knuckle Bomb 
Freak Show: [Tag] w+@+®© [Tag] Unblockable: A [N+@+@-/ 
Snake Catapult: FC+ A, A,N+@l[-Tag] 
Hardest (Left) Missile Launcher [Tag]: Chaolan Dragonslide: >, N+@+© 
{(@+@_©+©_@+Tag] [Tag] | Blazing kick: [Tag] | ¢+© [Tag] 
(Right) Shadow Dancer: Infinite Kicks: WS+®,@,)+@,@ 
{(@+@_@©+©_@+Tag) | Mid Tail Attacks: y+@+O,@+O 
(Back) Airmail: (@+@_@+©@_@+Tag) | Snake Shoot [Tag]: FC+@,@,N+@[Tag] 
Handstand Position [Fake Out]: 
(>_FC,w}+@+@ [-] 
Island Mirage; w+@ [-W] 
Character ‘\ KAZUYA MISHMA HWOARANG 
ay Dark and mysterious [) £7 @ Dude looks like a 
fc 3 Tekken fave @ ¥ lady. Kicks hard, tho’ 
\ ; m i Ned 
rs 
Good for Kicking moves Hardcore players 
Bad for Choice of suits Impatient beginners 


Best Tag partner | Kunimitsu 


Top 20 moves: Glory Demon Fist: 3+@+® 


Tekken virgins 
King 


Parting Chop: ++@ 

Elbow Knife: WS+@ 

Blind Kick: BK @ 

Pickpocket Sleeper: ®+©,®+O,@+@ 
Triple Mounted Punches: @,@,@+@ , 


Mounted Punches: @,@,@,@,@ 
Mounted Punches: ®,@,@,@@® 
Exploder: >,3+@+© 

(Front) Coconut Crush: @+®@ 
(Front) Suplex: @+©@ 


(Front) Choke Sleeper: 

IN, u+@+®@ 
Funeral Suplex: @+©,@+@,@+@® 
Low Jab: Upper (FC_L+@),N+@® 
Quick Upper: WS+@+@® 
Flying Cross Chop: >,>+@+@® 





Black Knee Rising: 3,N,J, s+© 
Roaring Drop Kick: ¢+© 

TS: ©, ©,©,©,6,0,0,0,6,0 
Nine hit 3+©@,@©,@,0,0,0,6,@ 
Pickpocket Sleeper: @+©,@+©,@+® 


|gigic MICHELLE 
eens 


ra 


Long kicks 


HANG 
Nice lass. If a bit 
dull, mind... 


Recovery time 





Baek 
Windmill Neck Kick: @+@ [@] 





Julia 





Flash Uppercut: >+@ 


Club Fist: Bow & Arrow @+©,® 





(¥+® N+@_ ©+@),O lag] 
(©+@_ ©+O©_ @+Tag) 
(©+@_ ©+O©_@+Tag) 


(©+®@_ @©+©_ @*+Tag] 
Arm Lock Suplex {front}: s+@ 





Easy Gut Slugger: tap w+@ Falcon Dive Kick: @+© [@]} Twin Arrow: @+® 
Demon Gutpunch: tap +@® Rolldown Jawbreaker: 3,>+) [@] Flash Punch: J, ¥+@ 
Demon Paw: >+@ Backfist: ++@® Club Fist: y+@ 
Low Slipkick: tap ¢+@® High Kick: Roundhouse ®,© Flash Uppercut: @ [Tag] 
Medium Axe Kicks: WS+®,® Body Blow: y+@+® 
Hell Sweeps: >,N,J,tap +@,@ Double Side Kicks: s+@+@© Hunter: >,3+@ 
Axe Kick: > +@ Crouch Dash: 3,N,),\ Flash Elbow: FC, ¥+@ 
Feint Hopkick: tap A,N+®@ Hunting Hawk: A+@,O,@ Flash Arrow: |, ¥+@® 
Jumping Kick:® Hell Sweeps, Rising Crescent: WS+@) Snake Step: SS+® 
Roundhouse: # tap A+@,@,@,@ 
Hard (Left) Steel Pedal Bash: (Left) 5 Kick Massacre: Ultimate Cannon: 
(O+®@)_(@©+@)_(@+Tag) ®+@)_|©+©)_(@+Tag) [©] 
(Right) Skull Smash: (Right] Neck Snapper: Blizzard Suplex (Left): 
(©+@)_(©+@) (@+Tag) {(©+®)_(@+© {@+Tag} |@) 
(Back) Reverse Neck Throw: (Back) Jumping Leg Press: Southern Cross Suplex: 
(©+@) (©+@) (@+Tag) (©+@) (©@+O) (@+Tag) 
Wind Godfist: Butterfly Combo: Rear Suplex (Back): 
[Tag] >,N,Jtap »+@ [-Tag] [RFL] @,@(@_4+@)O 
Ultimate Tackle: | FC+@+@ Butterfly Combo 2: 
[RFF] @,@,(@_4+@)O,O 
Hardest TS: Dash forwards N+ TS: ©, ©@,@,0,@,0,0,00,0®@ 


®©©,©,6,@660,6o 
TS: Dash forwards N+ 
©©,©,6,@,66@,6o 
TS: Dash forwards +N+ 
©,0,6,6,6,6,8,6,0 
Jumping Kick:® Hell Sweeps 
Roundhouse: #_tap 7+@,@,@,®@ 
Thunder Godfist: >,N,J,tap w+@, 
1®_ 6] 


Left Kicks: 
Spin Kick, [RFF] @,®,©>© 
Left Kicks: Spin Kick, (RFLI®,®@,© 
Right Kick Combo: 
(RFL)_[LFF] ©,O,© F¢] 
Hot Feet: Mid-kick _ Low Kick 
©.0,0,@.© 


TS: @,©,©,©,@,8,8,0,.0,0 
TS: @,©,©,©,@,8,6,8,6,.0 
TS: ©,©,©,©,@,@,6,0,0,@ 
Heaven Cannon: 3+@+© 7% 
Evasive Backflip: t;®% 


COMPLETE PLAYER’S GUIDE 


























Character i LEE CHAO-LIN ~ HEIHA( ot YOSHIMITSU AYA BRUCE IRVIN — BAEK DO SAN 
4 Miserable looking, and Rf; Tyranmcal leader of ~ Grinning, sword- | Boss-eyed mohican- we .-, Likes to put 
] 1 going grey proche \ we Mishima Empire wielding alien fella ake ] cropped boxer chap ea » 2 parolee in 
4 ys n is place 
roa bee = 
Good For Quick feet Double fists Sword jabbing Head punches Range of moves 
Bad For Having fun Finishing moves Sitting on his sword Seeing straight Never smiles 





None 
Poison Wind: @+© 


Best Tag partner 
Top 20 moves: 


Wang Jin-Lei 
(Front) Neck Fracture: @+® 


Dual Spin Kicks: ®@,® Bolt Cut: ++@® 

























Backfist: 3+@® 
















































































Easy (Front) Chastisement Punch: @+© Spinning Gutpunch: -++@® Cyclone Lift: }+@+@® Slice Kick: >,>+@ Mantis Backhand: »+@ 
Double Punch: @,@ Stun Splitter: ++@ Dive Bomb: >,3+@+® Bruce Rush: @,® Bone Stagger: A+® 
Mist Wolf Combo: ++@®«® Thunder Godfist: N+@ Backfist: 3+@® Nightmare Back Knuckle: -+@ Heel Lance: ++© 
Silver Low Infinite Starter: J+® Vertical Boot: Juggles t+© Jab, Double Uppercut: @,@,@ Thai Shinkick: }+®_© Heel Axe: +© 
Medium Dragon Slide: FC, jb, s+ @ Tile Splitter: Deathfist A+@,® Soul Siphon: (@+©@_@+®) Spinning Slice Elbow: >+@+@ Black Widow: @,@,©>©® [A_<€] 
Feint Mist Wolf: Shining Fists: @,@»@ Lunging Sweep: FC, w+@ Front Kick, Spin Kick_Right Punch: Silver Mantis: @,@,©©O,@ 
[Mist Trap] —<+@-@ [-©] | 2 Punches: Backfist ©@@,@ Death Pose: ++@+@ €+@®,©_© | Cobra Bite Throw: 3+@(@] 
Lee Knuckle: ©@,® High-Low Jumping Spin Kicks: A+©,© | Bad Breath: ++@+@® Sidewinder: ++@+@® Swordfish Throw: £+@+® [@+@} 
Lee Knuckle Combo: >+@, ®®@ Chi Palm: (@ @) @©+® Deathcopter: A+@+® Bazooka Leg: >,>+© (Back}Starfish Throw: 
Machine Gun Rush: @,@,@,@,@ Nightmare Mach Punch: >,3+®@ (@+@)_(@+©)_(@+Tag] 
Hard Handspring Backflip: —,<,N+@+© Demon Godfist: [Tag] Zig Kangaroo Kick: [Tag] Step-in Mid-kick: ¥+@+© Ten Hit ©,@,6,@,@,@,@,@,0,@ 
Roundhouse Somersault: Juggles >,>+ A [ag] @,¥+@+O [lag] SS+@+© | Triple Blind Kicks: 3+©,@,O Peck Needle: C J+©,@,@,+® 
{TagkN+©,4+@® [Tag] | Thunder Godfist: >,N,<, Tag+®@ Soul Siphon: (@+©@ @+®) Double Knee Rush: Heel Explosion Unblockable: 
Tsunami Kick: WS+@,@ Wind Godfist: [Tag] Juggles Possession: F(@+©@_@+®) €+O,@,© (v+O) tap £+@+O le, €] 
Silver Low-Rave Kicks: +@,@,® >N,€,4+@ [Tag] | Avoiding the Puddle: (~_?_®)+©@ Rising Knee: [Tag] +,>+© [Tag] Butterfly Kicks (Butterfly Needle): 
Machine Gun Kicks: ©©© Electric Wind Godfist: [Tag] Juggles {Left} Wheels of Hell: Tumbleweed: @+@,@+@,@+@® ©,@,@,@,@,O (v+O) 
>N, N- N+) Hag] (@+@_@+O©._ @+lag) Maha Needle: 2 tap1_tap3)+@ 
Sweeps: 3,N,b, ¥#+OlOl lO] 
Hardest TS: 14@,©,@,O,@,@,@.O0@O© | TS: ¥+@@O,0,0,.0,6,0,44 | Ts: ©,.60.0,.0,.0,0,0,0,.0 Handspring Backflip: TS: ©,@,®,O,@,®@,@,O,@,@ 
High Catapult Kick: FC(R 4 A}+© TS: U+¥®@O,O,O,0,0,0,.0.6, TS: ©,©,©,O,9,@,6,0,0,0 Bazooka Leg >,9,N+@+©,© | Seven Hit |@,.O1®@,@,@,@,.O 
Rainbow Kick: FC,& _?_ A)/+®@+© {(®_©) TS: ©,0,@,@,0,0,9,0,0,0 Bull kick: Left hookSS+©,@_ © Six hit @+@©,dash forwards, tap” +© 
Fake Somersault: FC,(& ta) TS: 3,9, ©0,46@,O,0,0,4© | Eight Hit ©,©,0,0,0,0,0,@+O Mid-kick/High-kick/Front-kick: Seven hit: NJ ,tap W+@,tap A+®@,® 
Feint Hammer Rave Kicks: #+@,@,@ | Slice Kick: >,N, A, WN+® Manji Spin Slaps: @.©[3+©) | Seven Hit: (during counter) 
Low Slice Kick: >,N, A, L#4® £+®,@,@,@,@,@ | Double Face Buster: u+@,@l-Tag] U+@, @N+@,O,b+@,@,N+@ 
Embracing Knee: NW, ¥+@+@+© 
Character ROGER : YN GANRYU » OGRE KUNIMITSU 
Marsupial mentalist ot Who ate all the pies? The reawakened it an Pg of ‘ Nice mask, shame 
with a particularly Wes Go Sumo boy here did God of Fighting | — Jin. (Us neither.) Ris about the face... 
~ | mean upper cut =~ =f Wg 
Good for Wind up punch Crouching down Stupid hair Locks and throws Chopping vegetables 
For for Sensible conversation Speed Fast attacks Powerful punches Showing her face 
Best Tag partner | None None True Ogre Jin Kazuya 
Top 20 moves: Tail Cutter: 2+@® Sit Down: ®+© Shining Fists: @,@@ Crescent Kick: 3+© Kunai Murder: -++@ 
Easy Elbow Sting: s+@ Megaton Palm: @ Punch, Backfist @@,@ Boomerang Sparrow: SS+©® Kunai Stab: 2+@® 


Jab, Uppercut: ®@,@ 
Elbow Gutpunch: s+® 
Powerbomb: @+© [@] 


Low Leg Swipe: w+@ 
Ganryu Stomp: 4+© 
Cross Cut Saw: @,@,@ 


Double Facebreaker: ¥+@,® 
Right Axekick: >+© 
Kunai Murder: ++@ 


Cartwheel Stomp: ®+©@ 
Sparrow Trip: ++@ 
Vacuum Mist Palm: @+®@ 


Rushing Elbow: @+@® 
Shark Attack: @+® 
Flying Shadow: @+© 


























Medium Flying Cross Chop: 3,3+@+@ Hip Press/Roll Back (sit down if Left Axekick: >, >+@ Back Flip: [Tag] @+@® [Tag] Poison Wind Flipstomp: A+@+© 
Knuckle Bomb: >. a+@+@® misses): @+@+© Bazooka Leg: >, >+© Charging Strike: [Tag] @ [Tag] Somersault Flipstomp: FC_b+®+© 
Animal Headbutt: y+@+@® Pedal Press: +@+@® Baek Heel: >,>,N+© Moon Scent: (WS+@_FC,-+@) Lunge Jumpkick: 3+@+© 
Jumping Animal Sweep: t+®@+© Lifting Toss: 3+@+© [] Hunting Hawk: A+®,©,® Mist Palm Thrust : >,>+@® Kunai Dragon Tail: SS+@+© 
Jail Kick: >,3+© Jizo Hug: >,3+@+@® Azteca Shoot: St+© Screw Punch, Front Kick Series: Shark Dive: ,3+@+©® 
Megaton Palm: +,,1,@+@ 3+@,® 
Hard Animal Megaton Punch: >,>,N+@ Nodowa Mid Combo: FC,©@+@,@,@ Snake Catapult: FC+ A, A,N+@[Tag] ._ | Front} Arm Scroll Lock: @+@ Manji Vanish: }+@+@® 
Animal Godfist: >,N, ¥,¥+@ Nodowa Mid Combo:) 4,@+@,@,@ | Chaolan Dragonslide: (Front) Serpent Twist. ©@+© Winter Wind: SSt+@+@® 
Animal Smash: Kabuki Low Palm: }+@,@,@,@ 3,9,.N+@+© | [Front] white Mountain: w+@+@® Spinning Hilt Strikes: 
(>,N.b,N+@+@)_(FC+@+@®)_ | Wild Swing: Backfist F.@+@,@,O@,© | Infinite Kicks: WS+@,@,b+@,@ Charging Strike [Tag]: €#+@,0,0,0,0,0 
Low Jab, Uppercut: }+@ N+® Double Uppercut: Hammer: Bowling Ball Fist: >,3+@+® (>+®_1+@+@) [Tag] | Spinning Hilt Strike: <+@,[O](O] 
Animal Driver: },¥,>,7,4+@ [] WS+@+@»@+® | Waning Moon: v,¥t+@+O [] Driving Sparrow: (@_SS]+@® Spinning Low Sweep: €+ 2, A] 
Hardest {Left} Swinging DDT: {Left} Upper Stream: [Tag] (Left) Multislam: TS: WS+@@OO@@OG+O0@8+O | TS:O©©0,0,0,0,0,6,8,4 


(®©+@) (@+©) (@+Tag) (©) 
(Right) Running Bulldog: 


(@+@]_(©+O) (@+Tag) (@) 


Reverse Neck Toss: 


(©+@) (@+©) (@+Tag) [-Tag} 
(Right] Crotch Slam: [Tag] 
{(@+@)_(@+O©)_{@+Tag] [Tag] 


Devil Thrusts: 


(@+®)_(@+O)_(@+Tag] (©) 
(Right) Big Drop: 

(®+®)_(©+©)_(@+Tag] {@] 
(Back)Telekinetic Slam: 


Four hit: WS+®@,@,@,® 

(Front) Cloud Taste: 
(@+®_ ©+O©_@+Tag] 

(Right) Wind Wheel: 
( 


(Left) Avalanche: 
(®+@) (©+©) {@+Tag) (©) 
(Right) Dizzy Cyclone: [Tag] 

(©+@)_(@+©)_(@+Tag) |] 


(@+@)_(@+O©) (@+Tag) {] | 3+*O,©,0,6,0,6,.0,@ {(®@+@)_(@+©)_(@+Tag] [) @+@_@©+©. @+Tag) | (Back) Reverse Neck Toss: 
Major Counterhit Ali Kick [Ali Kicks], Devil Thrusts: ) [Little Hop], Super Knuckle Bomb (Back) Angler Drop: {(@+@)_(@+O©]_(@+Tag} 
Roll Back: L+@+©,@+O, | ©O,6,0,6,0,6,0 Unblockable A: [NI+@+@-) (Back(@+@_@+©_@+Tag) | Spinning Leg Sweeps: 





1©,0,0,0lv 
Animal Driver: |, ¥,>, 7,4+@ 


(Back) Upside-Down Drop: 
(©+@)_(@+O©]_(@+Tag) 


Cat Thrust/Right Hand Stab 
Crumbles on major counterhit: 


FC,>+@ © 


€# @l@N@N@N®! 


—S =. 169 














Character WS GUN JACK Sy DEVIL ANNA WILLIAMS { } FOREST LAW 
\ } Slow robot, but he’s ‘) g The bad guy you’ve Bitter sister of Nina \E 4 Son of Marshall, 
quite handy . [r id read about in books 5 4 friend of Paul 
A WE * 
o VM 
Good for Big hits Piercing stares Tag moves One Inch Punches 
Bad for Speed Bible Studies Dinner parties Believeable moves 


Best Tag partner 


None 


Nina 


Paul Phoenix 





Top 20 moves: 
Easy 


Medium 


Hard 


Hardest 


Character 


Good for 
Bad for 
Best Tag partner 


Top 20 moves: 
Easy 


Low Punch: J+@ 

Mid Punch: y+@ 

High Punch: >+@ 

Cross Cut Saw: ® 

Piston Gun Assault: ++@® 


Flying Laser: @+© 
Twin Pistons: y+@ 
Flipstomp: ®@© 

Hip toss: @+© (@} 
Ground Laser: @+® 


Scarlet Rain: ©+@ 

Fatal Attack: A+@>® 
Wine Opener: s+© 

High Kick, Low Kick: ©,® 
Thrust Kick: »© 


Bitch Kicks: @+@® 

Demon Paw: Dash forwards +@ 
Screw Kick: >+@ 

Quick Knee: 3+® 

Axe Kicks: @,® 





o& aa pace ath ‘ 

: <>.) Bear; takes his 

‘eae * beatings for the 
% animal kingdom 

Dae 


(Ue ‘o/ 
AY Me 


Fighting flatulence 

A friendly hug 

Ling Xiaoyu 

Jumping Boot: a+©® 
Hip Press: A+®@+© 
Sit Down: J+@+© 


Terrible Claw: ++@+@® 
Grizzly Headbutt: w+@+@® 





Hammer Knuckle - Double 
Uppercut: @+@@+®@® 
Double Uppercut - Hammer 
Knuckle: WS+@+@@+@® 
Arm Scissors: (> >)+@+® 
Cross Cut Saw: @+@ 
Megaton Punch: ¥+@® 


Angel/Devil Kicks: @+® [@] 
Devil Fist: >,>+@ 
Diagonal Up/Forward Air Laser: 


t+O+® 
Shining Fists: @, @»@ 
Punches, Backfist: [@]@>@ 


Leg Blade Floats on Major 

Counterhit: SS+@® 

Slice Shot: SS+® 

Spinning Layout Slap: >,3+@® 

Cold Blade: FC, »+® 

Right Hand Stab Auto Mid Cancels: 
FC,>+@ 


Tooth Fairy [Tag]: 

Juggles Sidestep+@® [-Tag] 
Gut Punch: 

(Stuns on CH) €,3+@, 

Elbow, Demon Paw_(Uppercut!: 

Mag] »@>@_(¥+@) Hag) 
Thunder Godfist: [Sidekick, Hellsweep] 

2Nvtap w+@l®_@] 
Wind Godfist: [Tag] > Nw tap Ss +@l[Tag] 





Sitting Punches: 
(©,©,©,©_©0,6,0) 
Double Thrust Gigaton Stomp: 
®+©,@+© 
Hammer Uppercut Rush: 
x+@O,6.0 
Quick Upper Rush: 


(u,@@@ FC, u+@,O,6) 
Cossack Kicks: 

£+®@,O,@,0,@,.O0+@,@+@, 

@+©,©+@.O+® 


TS: ET ae 


TS: D'W@O,O,@0,0,04d 
+@+@,0+@ 
TS: 1+@,©,0,8,0.0,6,0,0 


TS: +©,0,0,@,0,.06,0.0 
+@+@,0+® 


Triple Thrust Gigaton Stomp: 
@+©,@+©,@+© 


P-JACK 
The Jack with 
red-eye 





Nearly everything 


Heel Press: @+@® 

Punishment Drop: ©+® 
Machine Layout: >+@ 

Tile Splitter, Deathfist: +@>® 
Scissors: >+@+® 


Split Axe Kick: >,>+® 
Axe Kicks: 
y_WS [9.Nb,41+O,.0 
Satan Sweeps: 3,N,J, ¥+©,O 
Thunder Godfist, Heaven Denied: 
IN Nt+@,A 
Wind Godfist: NW, ¥+@ [Tag] 


(Left) Steel Pedal Smash Multislam: 
(@+@] {®+O) (@+Tag] (©) 

(Right) Skull Smash Big Drop: 
{(@+@)_(@+O©)_(@+Tag) {@) 

(Back) Reverse Neck Throw Telekinetic 

Slam: (@+@)_(©+©}_{@+Tag) |) 

TS: 3,9,N+®@,©,©,@,@,0,@, 


Corpse Splitter On fallen opponents: 


(t_a_®)}+@+© 
4 y ~—- PAUL PHOENIX 
7 sy Should go easy on 
Ye Ff the hair products 


SESS 
Rotating hands Very hard punches Varied combos Counter-attacking Expert fighters 
Sensible driving Fast punches Beginners 


Punch, Lowkick: @,@ 

Low Sweep, Elbow, Deathfist ®,@>@ 
Tile Splitter: }+@ 

Falling Leaf Combo: @,@ 
Smoking Palm Strike: 


Low Kick: (Low Kick} 
Uppercut [Tag]: 
V+@lv+O©)_ © © [ag] 
Side Kick, Punches, Low Kick: 
¥+®@O0,0 
Side Kick, Punch, High Kick _ Low 
Kick Roundhouse: 
¥+#@O,@_(V+@)_O 
Side Kickls], High Kick, 2 Punches: 
x+® [@@,@),<_ © (@,@) 
Bonecutter Achilles Tendon Lock on 
Major Counterhit: 
(A+® [9,9,3+®) 


TS: © _(WS+@]_{¥+O@]@.O,O,® 
®@OOO 


Rear Gatelatch Falconwing Squeeze: 
®,©,O,0+@,O+@ [@+@) 
Gatelatch Throw: 
©,@,O+@,@+©,O@+@ (0) 
Arm Sprain, Standing Crosslock: 
©+®,O,0+@ (©) 
Inverted Crucifix: 


©,@,0,8+O,0+@ [©+@) 


High Kick _ 





WANG JIN-LEI 


- % Old man, hard as 


oy Yat 
coe” I 


Lee Chao-Lin 








(Front) Headlock Toss: @+® 
(Front) Body Slam: @+©@ 
Front Strike: >+@® 

German Suplex: @+@ 
G-Clef - Club Fist: @-@ 





Medium 


Hard 


Double Uppercut, Hammer Knuckle: 
©+@O@+® 

Gravestone: y+@+@® 

Wild Swing: FC, \+@,@,@,@ 

Megaton Punch: €,¢, ’+@ [-Tag] 

Cemaho Hop: >,>+@® 





Uppercut Rush: y#+@+@+@+@ 
Spankdown: (@+®).@©+©)_{@+Tag) 
Gigaton Punishment: ¢,), ¥+® 
Hammer Rush FC: s#+@,@,@ 
Digital Hans Headslide: >+@+© 


Idiot Flip Kick: up+@+@+@® 

Punch, Kick_Lowkick: ©,@_()+ @) 
(Front] Shoulder Throw: @+@ [Tag] 
(Front) Shoulder Popper: @+® {@} 
Elbow, Death Fist FC: tap u+@@ 


{Front} Stomach Throw: -+@+@® [@] 
Striking Shiho-Nage: 
tap y+@+@(O+@) 
(Front]Shoulder Ram: [Tag] dash > 
+@+@ [Tag] [(@+@) 
(Left]Dragon Screw: 
{(®+@)_(@+@)_(@+Tag) (©) 
Lifting Leg Punch: [Tag] ®,@»@ Ftag] 





Hardest 


2720... 


Gigaton Punch: 
2,9, N37, D5 K5,O 
TS: 4+®@,©,0,0,6,©@,0,0+ 
©,0+® 


Dive Bomber: @+@1O+@l|O+O 
Low Piston Punches: 1+@,@,@,) 
Sitting Punches: 


(©,.©6,6) |©,0,6,0) 


TS: ©, ©,@,©,0,6,8,6,6.0 
TS: @@,.@,©0©,.640664O 
Fivestring: @,©@,@,@,@ 
Ultimate Punishment [Tackle]: 
(@+ ©,@)|N+®@-@-O+@) (©) 
(Right] Tripping Hip Toss: 
(@+®@)_(@+@)_(@+Tag] (@) 


Demon 7 Sting: @,@,@,@,@,@,@ 
Electric Wind Godfist: 
[Tag] >,N,b-tap w+@ [Tag] 
Twin Pistons: [Tag] WS+@,@ [Tag] 
Rising Uppercut: [Tag] WS+@® [Tag] 
White Heron Combo: 
©+@,@/@_>)+ © 


Bear Cannon: »+@-@,@ [-Tag] 
Grizzly Uppercut: WS+@>® 
Wild Claw Windmill: 
Backpaw FC, »+@,@,@,@ 
Low Bear Rush: 
FC+@,@,@,@lY v_>)+® 
Spring Hammer Punch: 
FU/FT J+@+@® 


Uppercut Rush: y#+@,@,@,@ 
Uppercut Rush 2: y#+@,@,@,© 
Uppercut Rush 3: FC,» #+@+@+@® 
Short Bear Rush: 
FC, ut+@lb_ u_>)}+@ 
Bear Rush: 
FC, u#O@l_ y_>}+@ 





TS : Dash forwards 


© 

TS: Dash forwards 
N+@,O,©,6,@,6,6,@,68 
Elevenstring: <+@,@,@,@,@,@, 


aA i L BRIAN FURY 
\ 9 Evil zombie 
\oreey f policeman 


4 


~ 


Mach Kick: >,>+© 
Spin Kic: WS+®@+© 
Quick Knee: ++© 
Power Axe: s+© 
Wolf Bite: «© 





False Lift: [Tag] #+@ [Tag] 
Snap Kick: w+@® S 
Earthquake Stomp: 7+@+© 
Bow & Arrow: FC, ¥+©,® 
Power Fist: @cf+@ 


Club Fist, Flash Uppercut: 
y+@,© [Mag] 
Double Palm Thrust: 


(>. 3,3_3}+@+© 
Lunging Double Fist! y+@+@® 
Mountain Splitter: @+@ 
Horse Tamer: SS+@+@® 


TS: © ©©,©,@,@,@,0,0,0 
(Back) Reverse Nech Toss: 
(©+@_@+©_@+Tag} 
Waning Moon: 
[Tag] (from front] w, w+@+© [Tag] 
Crushing Dragon: 
{from Left (@+@_@©+©_@+Tag} 
Golden Mountain: [Tag] (from Right) 
(©+@_©+©_@+Tag} [Tag] 


Slash Kick: >,3>+@® 
Gatling Rus: ®,@,@,@ 
Headhunter: SS+@ 
Cheap Trick: SS+@-@ 
Mach Breaker: >,>+@ 


Rolling Driver: (*_ A)+® 
Leaping Slash Kick: 
(WR_>,3,3)+®@ 

Doom Knuckles: Sidestep Mach 
€+*@@(t W® 

Vulcan Cannon: Vulcan Punch 
w+OOOOO@ 

Hammer Driver: (FC_)_N_SS}+@+@ 





(Front) Gravity Brain Buster: @+© 
{Front} Chains of Misery: 

FC, ub, ¥+@+® 

TS: €+®,©.0,6,0,0,60,0.4 
Eight hit: 
<+®@,0060,0,6,0 

Eight hit: 
€*®,00,60,0,8,8 


Bear Knuckle, Double 
Uppercut/Prowling Bear Stance: 
©+@(@+@).> 
Double Uppercut, Bear Knuckle: 
WS+@+® W@+@l,>) 
{Left} Choke Slam: 
(@+®) (®©+©) (@+Tag) (©) 
(Right) Rag Doll: 
(©+®)_(@+O©) (@+Tag) (@) 
(Back) Chew Toy: 
(@+®)_(@+O©) (@+Tag) () 


) KING 
Looks like a leopard, 
fights like a man 





(Front) Swinging DDT: @+®@ 
Brainbuster Suplex: @+® 
Uppercut (BK): @+@ 
Backhand: @ 

Jumping Boot tap: Aa+® 


Boston Crab: @+@,@,@,@+® 
Brainbuster Suplex: @+® 
Coconut Crush tap: w+@+® 
Jaguar Driver QCF: 4+ © {@+@] 
Flying PreSidestep: @+@ {(@+@] 


Sidestepian Leg Sweep: 
©+©©6+6 
Arm Crucifix: @,®@,@,@+@, a+® 
Chicken Wing Face Lock: 
®O0,0+@+® 
Reverse Guillotine Choke: 
©0,@,0+O+@,O+@+® 
Rolling Death Cradle: 
©+@,@+@,©+©,0+@,O@+® 
Frankensteiner: 
[lag] tay A+@+@ [-Tag] 
Ultimate Tackle: (tap 1) (FC}+@+@ 
Mid/High Kick Reversal: 
€+(@+©) (@+@) 
Jumping Powerbomb (stun): 
©+@,4,4.N+@+@ (@+O) 
Elbow Drop: A+@+® 


COMPLETE PLAYER’S GUIDE 


fm JACK-2 
Another Jack, 
another hard man 





Character \ LE] WULONG 

f. t \ Jackie Chan 

th Ai lookalike with 

| 2 /} __ masses of moves 
wy 

j\ eye 
Good for Expert fighters 
Bad for 


Big hits 
Light footing 





S< )) NINA WILLIAMS 


j Great legs (for 
®) @ 'f kicking you with) 
| 
La <i 
mes 





Punch combos 
Not much 








Best Tag partner 


Top 20 moves: 
Easy 







Falling Anklekick: @+® 

Flying Sky Kick: [Tag] ffront) @+@ Tag) 
(Front] Neck Wringer: ©@+® 
Jumping Boot: A+® 
Lifting Uppercut: A+® 





Easy to learn combos 
None 





Gun Jack 


Hammer Combo: @,@,@ 
Atomic Hook: >,>+@ 
Piledriver: ¢,>+@+@® 
Catapult: }+@+© 

Face Bash: @+@ 





Anna 


(Front) Arm Grab Flip: @+® 
(Front) Lifting Toss: @+© 
Lift Shot: SS+® 

Shut Up: J, ¥+® 

Head Ringer: ®,© 


Crab Claw: QCF+®@+@© 

Commando Arm Lock: 
®+©0,®@,0,.0+® 

Heel Hold: ®+©,©,@,@+@ 

Knee Cross Lock: ®,@,0,@+© 





Achilles Tendon Lock: 
©,@,©+©.8+O,.0+® 

























TS: WS+9),@,©,@,@,8,6,.0,0,.8 
TS: WS+@,@,©,@ ® 
TS: BT (®@_ @)@©,6,8,@O®, 


TS: BT (© _@)@,@@, 
TS: BT (®@ @)@@@, 


JULIA CHANG 
Likes to dress up as 
an Indian 








ww 














Medium Rushing Punches, Sweeping Kick Midkick: | Low Scissors: FC+@+@® 
INO@OODO@,®@.O© Backbreaker: A,2,<,%,4+@® 
Guard Melting Punches: Pyramid Driver: J), ¥,3>,A,4+@ 
(Bk) >,N+@@,@,@ | Spinning Layout: Ss+@+@® 
Crescent Kick: @) (Punches, Low Kick] Bravo Knuckle: [Tag] 4+@+® 
7+©6.©@6,®@ 
Headbutt ¢++@+@® 
(Right] Punches/Crescent Kick: 
(@©+®@)_(@+@) (@+Tag) 
Hard Backflip|s], (BK): @+@[@+@iU@+@®] | Wild Swing Backfist: FC3+@,@,@,© 
Tag-Hit Combo: ©,@,@,@,@_4+® Low Hammer Rush: 
Stabbing Punches, [Snake Stance]: FC+@,©@,0,@()_¥_>)+@ 
©@©,0@@O,O!>) | Uppercut Rush: | u: #+@,@,0,© 
Hawk Claw Kicks: @)>@)>@>®.. Low Cossack Kicks: 
Lightning Crescent, Stunkick_Lowkick: ¢#+®,O,@,0,@,0 
>N+®@,@_+ ® | Sitting punches: 
(©,@,0,6) 1@,0,6,0) 
Hardest Crane Stance: (>+@+®,v,) -Gigaton Windup: 
(9,N+©@,©,0,@,@-¥) [€, A+@l lb, ¥,3,2,0) 
2 Kicks, Punch, Kick: @>@>@>@ Gigaton Punch: 
Tiger Stance: (>+@+®,?,1) €264,N,9,A,9,8 *x5*, @ 
(9N+@,@,O@,@-b) | Ts: 
Kick, Punch Combo, Lowkick Highkick: | V+@©,©©0@,@0,@@0'0'® 
@©OO@aO@e@>® TS: 
Dragon Stance to Drunken Throw, 1+@0,0,0,6,0,60,0'0, 
[Health Gain Drink: @+@[@+@) €+@+@,@+® 
TS: 
27+*©0,0,8@,0.0,6,0.0rN, 
®*® 
Character Ny LING XIAYOU JIN KAZAMA 
i Specialist in teenage Strong chap, 
zt temper tantrums hy big quiff 
4 A % > 
Good for Taming bears Multi-level attacks 







Best Tag partner 


Top 20 moves: 
Easy 


Jab, Uppercut: @ )+ © 
Birds Flock: @+®@ 
Power Crescent: >+@® 
Kneecap Kicktap: 2+@® 
Skyscraper Kick: WS+® 


Horizon Taunt: @+®@+@® 
Waving Taunt: @+@+@® 
Axis Cartwheel: 3+@+® 
Axis Dive Roll: 3+@+@® 


Wing Strikes Dash: 
> +@+@.0+® 


















Panda/Kuma Jun 








Hardly anything Beating Heihachi 





4 “1 
Powerful kicks 
Dress sense 















Shining Fists: @,@»@ 
Can-Can Kicks: J+ ®+® 
Ultimate Tackle: | _FC+@+@® 
Axe Kicks: ®,® 

Demon Gutpunch @+@ 









White Heron Combo: 
©@+@,@/@_V+ @) 
Elbow, Demon: Paw_(Uppercut) [Tag] 
© @® (Y+ ©) Hag) 
Thunder Godfist: [Sidekick, Hellsweep] 
>NvTap y+@l@®_@) 
Overhead Smash, Knee: >+@»@ 
Low Shot, Overhead Smash Tap: 


w@® 





















Hard Four Hit Flurry: 
[Tag] FC,@,@,@»@ [Tag] 
Twin Lifting Palms: 
[Tag] Jugglestap w+@-@ [-Tag] 
Crouching Backturn: 
(BKJFC,tap £+®@+@® 
Spin Sweep, (Phoenix Stance): 
FC,tap w+® 
Lotus Twist,Lotus Slap_(BK): 


FCtap w+@,@ (tap 3) 
TS: f + @O,@1O+O@)O,@.4@, 


(OKO) 
TS: + ©@©,@,6,6,@,0'6, 
©@®6 


{Left} Arm Hook Toss: 


(©+®)_(©+@)_(@+Tag) (©) 
(Right) Reverse Flip: 


(©+@)_(©+@)_(@+Tag) (@) 
(Back) Spinning Leg Trip: 


(©+@) (@+@)_(@+Tag) 








Hardest 


























Michelle 





Death Valley Bomb: @+® [@] 
Fisherman Suplex: @+© [@] 
Twin Arrow: @+@® 

Jumping Boot Juggles: ®@+© 
Armlock Suplex: s+@+@® 


Front Suplex 2: <+@+@ (@]) 

Front Suplex 2: +@+@ (@) 

Earthquake Stomp: A+ a+© 

Heaven Cannon Unblockable — 
Juggles: 3+@+© 

Parting Fist: SS+@ 



















Demon 7-String: 
©66@,66@ 
TS dash forwards: 
N@OOO®@,6,6,0,.6,.0 
TS dash forwards: 
N@OOG,®,O,6,@,6.0 
Leaping Slash Kick: WR_>,>,>+@©@ 
Can Can: J+®@+© 























Ninestring: dash >+N+@,@,@, 
©6,6,©,6,.8 
TS: @,©,@,@,0+6,6,6,0,.© 
Ninestring @,@,@, the ye 
Elevenstring ++@,@,@,@,@, 
@©O+6,6,0,® © 






Ninestring: ++@,@, 





@® 
® 
® 
® 
® 


Death Push, Punt Kick, Dash 
Uppercut [Tag] Juggles: 
(¥+@,@)_(@+@),© [Tag] 
Dashing Punch, Elbow Stuns on 
Major Counterhit: (RN)_(J, ¥)+@@ 
Death Push: Low Kick _ High Kick: 
u+®,@.© 
Cross Arm Suplex: FC,2,),2,@+@ 
{©+@] 


















(Left) Running Bulldog: 
{(®+®)_(©+©)_(@+Tag) [Tag] (@) 
(Right) Spinning Frankensteiner: 
(©+@®)_{@+©)_(@+Tag) [Tag] (@) 
(Back) Spinning Air Neckbreaker: 
(©+®)_|\©@+O)_{@+Tag) 

TS: @,©,O,6,8@,@,6,@,6,.0 
TS: ©,©,©,6,@,@,6,0,.0,.@ 











Breast sporting 
tree stump 


Mokujin fights 
with a random 
move set of any 
character 
except Ogre, 
True Ogre and 
Devil/Angel. 
This lasts the 
whole duration 
of a fight until 
he/she is 
tagged out. 
When tagged 
back in again 
Mokujin takes 
on another set 
of moves. The 
only way to tell 
which character 
Mokujin is 
mimicking is 
to look at its 
posture. 


mn, 

s ) 9 
‘ \ 
er \ 


al 4 


By. 
a 


UNKNOWN 
Glazed look; 
best mate’s a 
wolf 


Like Mokujin, 
Unknown fights 
by mimicry. 
However, where 
Mokujin can 
only mimic 

one character 
at a time, 
changing when 
it is tagged, 
Unknown 

can alternate 
between 
various different 
move sets 
during a fight. 











AND THERE’S MORE... 


They might not have their own moves, but they 
sure look different. Here’s how to play with 
Tekken Tag’s more elusive characters. 


POLAR BEAR/PANDA 

Two aliases of the grizzly Kuma. 
=3 Press ® and play as Polar Bear, 
press © and play as Xiayou’s 
pet Panda. Go on, give those 

, endangered species a pasting! 


TETSUJIN/GOLD 
TETSUJIN 

Press @ instead of @ to select 
Mokujin and the metallic version 
ren EEN Tetsujin will appear. After ten 
consecutive wins it turns gold. 


ALEX 

With Roger the boxing kangaroo 
unlocked you can now also play 
as the crazy assed dino, Alex. Just 
press © instead of @. Moves are 
the same as his pouched pal. 


ANGEL 

By pressing ® instead of ® 
when selecting Devil, you will play 
as Angel. Proving that even in the 
Prince of Darkness there is a 
more tender ethereal being. 


, TIGER 
By pressing ® when selecting 
Eddy Gordo you will play as a 
Seventies theme night reject. 
Causes the sort of fights you'd 
see outside student union bars. 








TEKKEN TOP TENS 


THE MOST AMUSING MOVES 
Silly name, nice move. 


1. Terrible Ghastly Fart: —+€+@+@+© (KUMA} 
2. Rear Chicken Wing Lock: Need Nina on Team 

-Tag (ANNA WILLIAMS) 
. Fisherman Suplex: @+© (JULIA CHANG) 
. Bowling Ball Fist: >+>+@+@® (OGRE) 
. Bazooka Leg: >,->+© (TRUE OGRE} 
Coconut Crush: tap Y+@+@® (KING) 
Embracing Knee: 3,.N,J, ¥+@+@+© 
(BRUCE IRVIN) 
8. Vacuum Mist Palm: @+@® (JIN KAZAMA} 
9. Jizo Hug: >,>+@+@® (GANRYU} 
10. Cossack Kicks: £+®,O,@,0,@,O 

(GUN JACK) 


NoOwaw 


CINEMATIC MADNESS 
Each character has their own ending sequence. 
Here are the funnier ones you'll find. 


1. GANRYU: He brought her flowers, she told him 
to get stuffed. 
. ANNA/NINA: Sisters can’t work It out. 
. BRYAN: Night of the Living Dead revisited. 
KING/ARMOR KING: Some very sweaty ‘Greek’ 
wrestling. 
. BAEK/HWOARANG: Obvious overtones as 
Hwoarang (not Paul) kneels for Baek. 
. KING/TIGER: A synchronised dance 
spectacular. 
ANGEL: A touching tale of love in a 
cruel world. 
. LEE: Mystery man Lee beats Kayuya - in 
his dreams. 
. ROGER: Paper beats stone. Scissors 
beats paper... 
10. PAUL: The ageing bouncer suffers from 
comedy delusions. 


PWR 


o on fo wm 


THE LANE HOGGERS 
OPS2 bowling champs — beat our scores... 


1. George 179 (Production Assistant} 

2. Jamie 154 (News Ed) 

3. Sam 150 (Deputy Ed) 

4. Ben 147 (Games Ed) 

5. Paul 145 (Staff Writer) 

6. Lou 139 (Operations Ed) 

7. Nick 125 (Art Ed) 

8. Graham 125 (Deputy Art Ed) 

9. Nikki 111 (Designer) 

10. Mike 4 (Senior Ed) (Lies, all of it lies - Ed) 
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ROUGE RARER N 


Don’t waste time trying to retune the radio to escape the perma-cheery Ridge FM DJ. Sadly it won’t work. These will. 


On-screen display 

When you're tearing up the tarmac 

in the third-person perspective, press 
and hold #® to bring up on-screen 
information that includes the amount 
of pressure being exerted on the 
various controller buttons. 


Control the introduction sequence 
Whilst watching the introduction 
sequence you can cycle through three 
different visual effects as follows. Press 
@ once for art house black and 
white, twice for a nostalgia inducing 
sepia tint and three times to add a 
blurring effect that will make jagged 
edges (and most discernable shapes 
for that matter) disappear. You can 
then cycle back to your favourite by 
pressing ap. 


Extra modes 
If your driving style means only leaving 


CARS IN YOUR EYES 
Drifter (the top three) or gripper (below them), you’ve gotta know which of the initial choice of wheels to go for... 


ARO 
Ta 


KAMATA‘ flagshin snorts oar foatures balanced perfermancs 
[and aimnlo styling. [DRIFT] 


eh | Geleet | Button OK | A Button : Cuneet 


Kamata Fiaro 

Max speed: 276 km/h 

The best vehicle to use when you 
start out. A light and easy drive which 
makes cornering a pleasure. Won't win 
you many races though. 


[ KAMATA’s liahtwolkht anorts car. Tuned for nimble 
| porformance, (GRIP) 


[4+ | etcot | < Buttons OK | AButton | Cancet 


Kamata Fortune 

Max speed: 240 km/h 

No great shakes, with a noticeably low 
level of torque. The only mildly exciting 
aspect of this Honda Civic-esque 
beginner's car is its good grip. 


TRACKS 


the inside lane to stop at a Little Chef, 
you might as well forget about these. 
If, however, you've got petrol in your 
veins, Ridge V has hidden joys: 


Duel mode 

To unlock Duel mode, get the best lap 
and overall times in Standard, Time 
Attack and GP modes. 


Fifties Super Drift Caddy 

Finish in first place in the Danver 
Spectra race in Duel mode to unlock 
this candy pink Cadillac. 


Devil Drift 

Finish in first place in the Rivelta 
Crinale race in Duel mode to gain 
access to the Devil Drift. 


VW Beetle 
The new Beetle (with super grip 
handling) is a gorgeous car, and can 


Fete tera delivers good power and decent 

Pah: Soteot | putten GK | ABuRtOn* Caneot 
Danver Toreador 

Max speed: 298 km/h 

A real fight of a drive initially, this car 
will take some practice. High torque 
means it reaches maximum speed 
with ease. 


RIVELTA’s atylish srorte oar delivers serious speed and nowe 
(ariel) 


4+ | Belcet [Button | OK | ADUtten  Caneet 


Rivelta Mercurio 

Max speed: 281 km/h 

The ‘steady eddy’ of Ridge Racer V. A 
formidable blend of acceleration and 
grip, this sleek vehicle is an icon of 
speed in Ridge City. 


They're not real roads — they’re more exciting than that. 


Danver 


Sunny Beach 

Length: 4,108m 

Encompassing a cityscape and 

a beach, this course is relatively 
straightforward. As long as you take 
the last four bends well, you should 
be onto a winner. 


Airport Oval 

Length: 3,428m 

Not visually stimulating, 
but an opportunity to floor 
it without having to brake 
for many bends. Just 
make sure you remember 
the sharp opening curve. 


72 ol. 


Above The City 

Length: 5,193m 

This one can be tough. The 
centre portion features 
some particularly irregular 
corners, drops and rises. 
This city-based track can 
also be played in reverse. 


Park Town 

Length: 3,528m 

Navigate the last three (very tight) 
turns carefully and this short but 
sweet track is a breeze. Play it in 
evening mode and the sky turns a 
lovely brown colour. Neato. 


Bayside Line 
Length: 7,830m 


The longest ride, made up of 
a continuation of the Outer 
Pass, A testing experience 
with acute ‘S’ curves, careful 
use of your brake pedal can 
improve lap times. 


be yours if you get first place in the 
Solort Rumeur race. 


99 Lap mode 

To unlock this endurance experience 
you need to get the top score in each 
race of the Time Attack GP in Extra 
Mode, finishing in first place. 


McLaren F1 Clone 

All yours — if you win the Kamata 
Angelus race. Once unlocked, this and 
the other cars mentioned will available 
to you in Free Run, Time Attack and 
Duel modes. 


Pac-Man Mode 

Clock up 3,000 kilometres in total 
distance raced and you can compete 
as everyone's favourite dot munching, 
canary yellow game hero. Take on 
Lambretta-straddling ghosts from the 
comfort of your little red open-top. 


AIVELTA’s mid ermine car sacrifice 
‘4+ h | Bolewt | Button OK | AButton | Caner 


Rivelta Solare 

Max speed: 321 km/h 

Not only an exhilarating and pacey 
drive, this beast is also very highly 
strung. Don't expect to be able to 
tame it too quickly. 


HIMMEL selling coure foatu 


“tem: weteet | Button OK | Button | Cancet 


Name: Himmel E.0. 

Max speed: 335 km/h 

Gets to corners extremely quickly. 
Usually before you've noticed. The 
highest spec grip car isn't a good 
choice for the uninitiated. 


Green Field 

Length: 5,868m 

This'll be familiar after Sunny Beach. 
You'll need to take a series of corners 
without hitting the side or your lap 
time will suffer, as the average speed 
for this course is high. 


Outer Pass 

Length: 4,535m 

Up in the mountains things 
can get a tricky, with some 
hairpin bends and steep 
rises. Be sure you step on 
the gas in the first half or 
you'll have problems later. 





SENT Sere 


A clip full of high velocity info-nuggets that will thrill, chill and, yes, kill. 


Once on the Mode Selection screen, 
input the sequences below for a 
selection of hidden extras. You'll 
hear a sound that will let you know 
you're in! 


No Scope mode 
For the true pro. 
3242071790 


No Enemy Cursor mode 
You'll just have to use your eyes. 
3933979 €UTFD 


More time 

In the Story mode, pause and 
exchange half a life for five seconds 
by tapping in: 

IhVV<e2€ 2 O® 


More life 

This time you'll lose five seconds for 
half a life. You can’t have both. 
@OVEDEVITIT 


Secret Time Limit Option 

If you play for five straight hours, 
not only will you risk entering a new 
plane of consciousness, but ‘Time 
Limit’ will appear in options menu 
enabling the time limit to be 
boosted by 10, 20 or 30 seconds 
giving you time, quite literally, to kill. 


READY 2 RUMBLE: 
ROUND 2 


Float like a butterfly, sting like a 
grumpy-assed hornet this 
selection of special moves. 


Key: 

B - Back 

F - Forward 

D - Down 
U-Up 

RH - Right hook 
LH - Left hook 
RL - Right lunge 
LL - Left Lunge 


Afro Thunder 
Lulu Valentine... 
Angel Rivera. 
Butcher Brown. 
Joey T...... 
Rocket Samchay 
Jet... 








F B#RL, RL LL, RL 
 FHRH, LH, RL LL 










JR Flurry... 
Wild Stubby Corley. 
Freedom Brock 












Mama Tua...... .B, B, F+RH 
Willy Johnson U, D+LH or D, U+LH 
GC Thunde! , F+LH 





Selene Strike 
Freke.. 
Michael Jackson. 
Robox 
Shaq... 


, F+RL 
..B, F+RH 
F, B+RH 
, B+LH 
B+RH 





No Crosshair mode 
After all, anyone can hit a moving 
target at 1km with help. Pah. 


Pink mode 

Not sure what they were on when 
they decided to put this in. See the 
world through a rose tinted, heart- 
shaped scope. Perfect for Valentine's 
Day massacres and pre-teen justice. 


€327O0@® 


LADY IN RED 

Keep your eye open for beautiful 
blondes strutting around town. 
They're normally wearing bikinis. 
When you spot one, get her in your 
sights but don't fire. Keep her there 
for a couple of seconds and you'll 
be rewarded with an extra life. You 
might sacrifice valuable time doing it 
though, so weigh up the benefits. 


OPEN UP THE 

CHALLENGE 100 

If you clear all nine outdoor stages 
of Shooting Range mode you'll have 
the ‘Challenge 100’ added to your 
menu screen. Winning a Bronze 
medal or above here will allow you 
to progress through a previously 
hidden wealth of outdoor ranges. 
Rumour has it there are 100 of 'em. 


TEKKEN TAG 
TOURNAMENT 





Highlight Practice mode at the main 

menu and hold a. Then press 

the number of times indicated and 

~ will fight in your preferred 
ackground scenario. 


@® presses 















Ogre 
School Stage (in the evening). 
Jin (in the evening) 
NUMA vores 

Eddy (in the evening] 


an 
22 
Ling .. a) 
Hwoarang.. aA 
Lei... #5) 
6 
ih 
8 


Unknown. 
LAW enon 
School Stage . 
Jin 
Nina. 


SMUGGLERS RUN 


Running out of luck? Check out these tips. The cops can’t touch you for it. 


1. Use the map 

This may seem obvious, but with that 
direction arrow pointing the way it's 
easy to forget to use the level map at 
all. But you should — it will help you 
avoid the cops altogether. The rozzers 
have an activation radius, and once 
you learn roughly where it ends It's 
possible to complete missions 
without once stirring the doughnut 
munching boys in blue into action. 


2. We said use the map 

On later levels it can pay to ignore 
the direction arrow entirely. For 
example, the arrows may direct you 
to drive through a lake. You can do 
that, but why, when if you look at the 
map you'll see an alternate route 
that is longer but will save you time. 
In a similar way, on the level where 
you have to knock down a series of 
radio towers, ignore the arrow again 
and head left. There's a tower close 
by, but out of sequence. Trash that 
first and you're ahead of the game. 


3. Use the terrain, fool the law 

The cops in Smuggler's Run will 

do their best to close down your 
operation. Trying to outrun them may 
seem like the best idea, but it ain't 
necessarily so. Try braking suddenly. 
The cops aren’t that smart and will 


tend to overshoot, giving you more 
breathing space. This, of course, 
works very well on the ice levels. 


4. Use the terrain to your 
advantage 

Drive between trees and, providing 
you pull it off, the police will come a 
cropper. The same applies to rocks 
and other obstacles. Weave in and 
out and leave the law behind. Also, 
use the roads. There are two pluses 
to this. For one, the contraband will 
always be found near a road or track 
and your vehicle will move faster on 
them as you'd expect, so even when 
the cross country route is more 
direct it's not a bad idea to hug the 
tarmac for as much of the level as 
you can. The only bad point is that 
the cops like asphalt, too. But you'll 
know how to shake them now... 


5. Leaping with confidence 

As you make your way to the next 
drop point you're going to spend a 
good amount of time tearing up hills, 
down valleys and generally off the 
ground. Judging how you're going to 
land isn’t always easy. To adjust your 
car's pitch during those particularly 
long jumps press © (hard brake) and 
use the analogue stick to avoid 
overturning when you hit the ground. 





ESPN INTERNATIONAL 


TRALIK 4 FELD 


Just like the Eastern European female ribeye with a five o’clock 


shadow, Konami's finger bruising IT&F has 


If you're finding the dull thud of 
medal on chest an insufficient 
reward for all that (undoped) blood, 
sweat and tears take a look at what 
those victory tallys will unlock. 


Interview Movies 

There are four interview movies to 
be unlocked. Winning five or more 
Bronze, Silver or Gold medals will 
give you access to the first three. 
Win Ten Gold medals and you'll not 
only get to see the fourth, but you'll 
be given an address to send off to 
for a new set of fingers. Maybe. 


Hidden Modes 

After a hard day welding rivets and 

hammering steel down the shipyard 
there's nothing better than a spot of 
rhythmic gymnastics. But gracefully 
choreographed mat tumbling need 


SHOOTING. 

Now it’s time to'test yourself on 
the range. While you're there you 
can press a to slow down the 
cursor speed and increase the 
challenge, or @@ and speed it up. 


idden secrets... 


not be your only reward. Win gold for 
all the tunes (pausing only to pluck 
the leotard from your buttocks) and 
not only will a new tune appear, but 
you'll be able to select various sound 
effects from the Options Menu. 


In addition to all this, there are a 
number of hidden modes that can 
be accessed in the Tune Select sub- 
menu. So deep breath, flex those 
fingers, relax and press: 


+" For High Speed mode 
For Mirror mode 

For Hidden mode 

= For Sudden mode 





And for a perfect finish to it all, how 
about pressing ap during the 110m 
Hurdles to change the camera 
angle? Good, eh? 





GRADIUS 


il & IV 





ft may not 

tax the PS2’s 
processing 
power, but 
Gradius Il & IV 
may not be so 
merciful to we 
puny humans. 
Here’s how you 
can avoid 
scroll rage. 


PAUSE the game 
and input the 
following for: 


Full power with 
laser weapon 
tMIVvese 
280 


Full power with 
double weapon 
TIVE D€e 
206 


Warning! 

There Is a limit 
on how many 
times you can 
recharge your 
ship this way, 
depending on 
the level and 
which Gradius 
you're tackling. 
There's no such 
thing as a free 
launch. Geddit? 
Geddit? Oh, suit 
yourselves. 






BUST-A- 
MOVE 4 


It might’ve 
arrived too late 
for review, but 
here are a 

few tips to be 
getting on with. 
Let the bubbles 


1. Always keep 
your two pulleys 
even. Although 
trying to clear 
one side first 
may seem like 
the best way, 
you will come 
unstuck. 


2. Keep your 
eyes peeled for 
star bubbles. 
They will clear 
every bubble of 
the same colour 
on the screen. 


3. Try to clear all 
the bubbles off 
a rising elevator, 
because once it 
reaches the top 
it will turn into 
an anchor, and 
you don't want 
that. Trust us. 


WILD WILD RACING 


Ten top tips to give you the off-road inside edge. 


1. Release the pressure 

Winning in WWR is never a matter 
of merely keeping your finger on 
the accelerator and relying on fast 
reactions alone. Frantic movements 
may match the action on-screen, but 
to beat your opponents and the 
twisting tracks you need to employ 
a little reverse driveology. Steering 
with frequent, gentle nudges of the 
analogue stick, and little taps of 
acceleration and brake, will get you 
a lot further than trying to wrestle 
your buggy around the course. 


2. ll be watching you 

When racing on a new course it's 
worth letting an opponent lead for 
the first circuit. That way you can 
learn the short cuts from them and 
avoid their mistakes. 


CHECKPOINT 


3. Jump around 

The tracks in WWR are a travel 
sickness nightmare, with bumps, 
lumps and jumps everywhere. If you 
find that an unexpected patch of 
rough terrain is taking more control 
of your car than you, don't brake, as 
you'll only make the problem worse. 
Just ease off the accelerator briefly 
and, when all four wheels are back 
on the ground, you'll be able to steer 
your way out of trouble. 


4. Jump around (slight return) 
When taking the crest of a hill or 
rising ridge at speed, make sure 

you hit it square on. Approach at an 
angle and when you eventually land 
you'll risk spinning out of control and 
losing valuable time. 


5. Don’t go braking my heart 
Although there is probably a good 
time to use the regular brake in 
WWR, we've yet to find it. Why? 
Because it not only slows the car, 
but effectively locks the steering. 
Stick with the handbrake and, with 
practice, you'll be able to powerslide 
around most of the corners. 


KILL ME. KILL ME NOW 


6. Ain’t no mountain high enough 
Although usually a matter of taste 
alone, changing driving perspective 
during races can improve your final 
position no end, The third-person 
perspective is great for getting instant 
feedback on your car's stability and 
position. However, steep inclines can 
make it hard to read the track ahead, 
so it’s worth changing briefly to first- 
person perspective to see beyond 
your buggy. 


7. Ain't no valley deep enough 

Use the terrain to help your progress 
around the circuits. Ease off the 
acceleration up hills and use the drop 
in speed as a natural brake. Likewise, 
use your car's natural momentum on 
the more twisty downhill sections, and 
ease off the accelerator. Judge it right 
and the increased control will more 
than make up for a lack of speed. 


8. Ice ice baby 

Don’t be daunted by the Iceland 
circuit's frozen lake corners. Approach 
them at speed, apply the handbrake 
with a slight nudge of the stick and 
you will perform a graceful, and 
surprisingly stable, sideways slide. As 
soon as the turn exit moves into view, 
apply the accelerator and you'll power 
smoothly away. 


9. Show me the way to go 

WWR's five circuits are packed with 
short cuts. Although some will give 
you maximum unfair advantage for 
minimum effort, others offer very little 
advantage and will do nothing more 
than interrupt a good racing rhythm. 
Try them all and pick the ones that 
suit your driving style. Just don't 
assume they are the fastest option. 


10. No surprises 

You can drive up practically vertical 
inclines or soar off the highest ridges, 
but whatever you do, avoid driving 
through mud. It will slow your buggy 
down like nothing else. 


Enough already. My thumbs are dead, my eyes are bleeding and daylight is a 
stranger to this now-pallid skin. Hardcore is finally finished but lo, new treats 
await those who worship at The Fitz’s Temple of Tips. Next month, loyal 
disciples will be rewarded with the coolest Dead Or Alive 2 tag combos, the 


sneakiest ISS moves and, if we can ever rip them from Sefton’s pincer-like 
grip, some truly evil level designs for TimeSplitters. Don't hold us to that last 
one though. Want us to tip your fave games? Just let me know. Send tip- 
seeking postal missiles to: Hardcore, Official PlayStation 2 Magazine, 
Future Publishing, 30 Monmouth Street, Bath BA1 2BW. People with wires 
for brains can email me at ps2@futurenet.co.uk. Until then, | sleep... 


WILD WILD 
WHIPPY 

Got the 
competition 
licked in Wild 
Wild Racing? 
There are treats 
available to you 
if you have! 


So you've won 
yourself the 
ultimate custom 
built, off-road car, 
the Wild Wolf. 
This is no time 
to relax! Enter 
the Quest mode 
now and you can 
race to win two 
hidden vehicles. 
The first is a 
customised ice- 
cream van that 
could give the 
Wolf a run for 

its money. The 
second is the 
Cowcatcher, a 
bubble-canopied 
flying saucer that 
skims above the 
course and 
handles like 
nothing on Earth. 
Enter Quest in 
this and you can 
race around the 
course looking 
for all the bovine 
lifeforms. That's 
cows to you 
humans. 








el me a Uy | 


“Look, just take the picture and 
get out of our way...” It’s us! 


We're afraid it's true. If we had 
j= a Webcam hidden in our office, 

the gruesome vision before you 

is pretty much what you'd see. 
Not a very pretty sight, but then magazine 
teams rarely are. And anyway, we've got an 
excuse, We've been busy. You're holding the 
reason why... 

You see, as with live TV shows, as with 
some football managers, magazines tend 
to have that duck-like quality of fake 
serenity. Everything looks calm on the 
surface, and the duck seems to be moving 
steadily forward. Underwater, however, all 
sorts of frantic paddling is going on. 

We've been frantically paddling on 
Official PlayStation 2 Magazine for most of 
the year now. But only recently has that 
paddling become more organised {and 





OFFICIAL PS2 MAGAZINE: THE STORY SO FAR 


Hes! aa ones 


This magazine didn't just appear out of nowhere. Oh no... 
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desperate] as a series of nightmare 
deadlines loomed. Quite how well we 
coped with them, you — holding, as you do, 
the finished article in your hands — are 
best placed to judge. But, with luck, we've 
got a bit.of a hit on our hands here. 

Then again, it needs to be. Those of 
you who own the original PlayStation in 
whatever form (regular chewing-gum grey 
box, or the curvy new PSone} may well be 
aware of Future's original - and ongoing - 
Official PlayStation Magazine. Calling that 
mag a success would have to count as 
one of the understatements of the year. 

Official UK PlayStation Magazine is our 
daddy, in a way. At its peak, it was selling 
over 450,000 issues a month, and came in 
with ABC circulation figures that overtook 
the likes of Loaded. True, things have slowly 


tailed off since then, as Joe and Josephine 
Public waited for you-know-what, but it 
remains the biggest videogame magazine 
in the world. Bigger than anything in 
America. Bigger than anything in Japan. 

Understandably, that's a success that 
we're pretty proud of here at Future Towers, 
and as PlayStation reached the grand old 
age of five (geriatric in videogame terms] all 
eyes began to turn to Its successor. It’s no 
exaggeration to say that getting the licence 
to produce an official PlayStation 2 


/feENerything looks 
calm on the surface. 
Underwater, there’s 
frantic paddling... // 























INTRODUCING OFFICIAL PLAYSTATION 2 MAGAZINE: 
THAT SLIGHTLY FUNNY LOOKING DUMMY EDITION 


1. COVER 

Looks a bit weird now, this one. The masthead 
(that’s ‘title at the top’, in publisher-ese) has 
‘PlayStation 2’, and not Sony's fancy ‘PS2' logo - 
it wasn’t until around March 2000 that we finally 
settled on the change. The fold out cover flap 
was a nice touch, but the inevitable financial 
‘complications’ killed it. Like, how much? Oh, and 
Ridge V was used because It’s a nice picture. 


2. CONTENTS 

That costly cover flap idea also allowed for a 
spectacular fold-out three page contents thing. 
Died as an idea when the flap went, which was 
a bit of a shame. 


RIDGE RACER V 
ic 


TEKKEN TAG 
TOURNAMENT 


magazine soon became the Holy Grail of 
UK magazine publishing, Clearly we'd have 
a fight on our hands to get the job again, 
despite the fact that OPSM had been such 
an unprecedented success. But it was a 
fight, you'll understand, that we were pretty 
determined to win. 

Hence the early pages of the magazine 
that you see just above there. These are 
from Future's first stab at an official PS2 
title, produced in the spring of 2000 to 
convince Sony that we were the people for 
the job. With 64 pages printed a number of 
times to bulk it out to the size of a ‘proper’ 
magazine, it looks rather clunky next to the 
final version, but proved to be an incredibly 
useful exercise for many reasons. 

For one thing, it decisively established 
the general direction we wanted to head in. 
High quality paper. Lots of style. Hopefully 
a certain degree of intelligence. We were 
after a real forward-looking, “What's the 
future going to be like now PlayStation 2 
is here?” sort of magazine. Yes, it'd be all 
about videogames, and proud of it. It’s just 
that it would have to be a very singular, 





ambitious, stylish, and forward-looking 
magazine too. And one well aware of the 
other things PlayStation 2 can do, and 
keen to see it start doing them... 


ALL CHANGE 
There’s not much of a punchline to this 
story, because you already own the 
outcome. Thankfully — and after much to- 
ing and fro-ing — the dummy proved good 
enough to help us win the contract for a 
second time, despite stiff competition. 
Pretty much all the magazine industry big 
players took a tilt at it, and as a result 
Sony's decision-making process dragged 
on throughout the summer. We won't bore 
you with all the tedious details, but will say 
that, just as the nights started getting 
noticeably longer, papers were eventually 
signed, and it was full steam ahead. Luckily 
we'd managed to get ourselves a pretty 
talented team together for the task - but 
then you saw them earlier on, didn't you? 
Since then, the main job has been to 
get the magazine to the printers on time. 
But, less specifically, it's been to try to 





3. DISC PAGES 

Originally crammed onto a single spread. 
It looked nice enough, but needed work. 
So we worked on it. Let us know. 


4, PREVIEWS 

The preview section (duh). It's not 
completely unlike what you've hopefully 
just read in terms of approach. Sure, it 
was stylish, but it was also described as 
little bit ‘cold’. Not sure what that meant, 
but we changed it anyway... 


5. DOSSIER 
The original name for our Hardcore tips 


Some of it’s the same, but we've now 
included a whole lot more. Just ask Fitz. 


6. TEKKEN 

From the start we knew we'd be going for 
big reviews for the biggest games. The 
Tekken Tag mock-up in the dummy was 
eight pages - a spread shorter than the 
finished thing, but still a giant. The clean, 
‘white paper’ look and use of bold images 
was established early on. Designers like 
white paper. This kept them happy. 


7. THE USUAL 
The most ‘undeveloped’ (ahem) part of 
the pitch was the back section. Originally 


section, and a touch ‘girly’, if truth be told. 





INSIDE TINS WSO 


called ‘The Usual’, it was the dummy’'s 
equivalent to EndGame. Thankfully, the 
somewhat dubious use of orange and 
(shudder) aquamarine hasn't been carried 
over, but some of the good stuff that will 
eventually end up inEndGame started 
here. Here's to change. 


8. NEWS 

Our news section was always meant to 
be packed, stylish and almost a magazine 
on its own. It still is, but It’s not called 
Hot, and we've ditched the dotty typeface. 


9, FEATURE 

A tiny two-page feature on The World Is 
Not Enough, Not bad for starters, and an 
Indication of the huge number of features 
we have planned for this here magazine. 


10. DVD PAGES 

We always knew were going to have 

a DVD section, and the version in the 
dummy isn't far off, It’s now called Media, 
to allow music, print and online coverage. 
Job, quite literally, done... 





Despite the arrival of 
the PS2, Official UK 
PlayStation Magazine 
is still on sale, still the 
world's best-selling 
videogames magazine, 
and still the place to 
come for everything 
PSone. This month's 
issue has Lara on the 
cover, plus a PS2- 
compatible demo disc 
featuring Crash Bash, 
Spyro 3 and Prince 
Naseem Boxing. 

Don't miss out! 





produce, 13 times a year, the sort of 
magazine that PlayStation 2 deserves. One 
that’s entertaining and trustworthy. One 
that knows its games. But also one that 
can mutate as PS2 usage becomes more 
widespread. Games will always be the 
major strand of what PS2 does, and they're 
what we'll always concentrate on. But at 
the same time, the future holds different, 
as-yet-unimagined forms of computer 
based entertainment, and the PS2 is 
primed to deliver those too. 

No-one knows exactly where we're 
going, but it's going to be someplace good. 
And it's someplace that, if this issue's PS2 
intro feature is anything to go by, may be 
rather closer than most people think. 

Right now, we're interested in your 
opinions on the magazine, on PS2 and on 
the first wave of games. Please send your 
thoughts to: Official PS2 Magazine, Future 








Publishing, 30 Monmouth Street, Bath 

BA1 2BW or email PS2@futurenet.co.uk. 
We'll take your opinions seriously. In the 
meantime, | hope you've enjoyed the issue. 
Our best is yet to come. (J Matt Bielby ey 














This isn’t a regular 
edition of EndGame. 
That starts next 
month. Turn the 
page for some of 
the treats in store. 
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MY MONTH | iii, oe 


tee Belby 


Group Senior Editor 


Original flavour PlayStation was 
4 always known for its racing games, 
so it should come as no shock that they've 
been dominating my first month with PS2. 
I've been seduced by the two extremes 
— an early build of Gran Turismo 3, and the 
loopy-loo fun of Smuggler’s Run. Oh sure, 









Smuggler's is a bit silly and lightweight, 
but | can think of few games that have 
ever given me quite such a feeling of 
sheer invulnerability. In it, Thelma and 
Louise would have crashed to the bottom 
of the Grand Canyon, then sped away with 
only a buckled bumper to show for it. 
Gran Turismo 3 is quite the opposite. 
From the stunning lighting effects to the 
sense that you really are thrashing an £80K 
car to death, this is real. More than reading 
Car magazine, more than watching Top 
Gear, it sends my mind spinning off into 
what-can-I-buy-next? auto fantasia. You can 





pick up a Current shape RX-7 for less 
than eight grand now, you know... 99 





MTiKe GoldsmeEH 


Senior Editor 


4 Seven Random Thoughts Of A 
Happy (But Busy) Man: 
Random Thought No 1 It's a lucky man 
who gets to play PS2 games as part of his 
job. It's an unlucky man who comes across 
The Sefton at TimeSplitters. 
Random Thought No 2 |f anyone knows 
the RUMBLE combo | somehow stumbled 
on for Jacko in Ready 2 Rumble: Round 2 
then, for the love of Zod, write in. 
Random Thought No 3 Those sunbathers 
in Silent Scope. Something wrong there. 
Random Thought No 4 A moral decision. 
Do you flatten the Snork fellas in Aqua 
Aqua, or just drown the hell out of them? 
Random Thought No 5 It's not /SS, but it 
kind of is. Kind of. 
Random Thought No 6 Mental note: Must 
write letter to Kazanori Yamouchi's mum 
and thank her for giving birth to the genius 
who created Gran Turismo 3. 
Random Thought No 7 Mental 
note two: Do same for own mum... ad 
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WRITE TO: 


DESIGNER 
GENES 


We all think we've got at least one great 
game idea in us, right? Right. Well, with our 
new Designer Genes section, you'll get the 
chance to prove it... 


We really hope that delving into the Designer 
Genes entry box rapidly becomes one of the 
highlights of our month. But while off-the-wall 
ideas will certainly grab our attention, so will 
serious designs that we feel could actually work. 

Be sure to make ‘unique’ your watchword 
when working out your game idea — “It’s like 
TimeSplitters mixed with Star Trek ” just won't 
cut it. We'll also favour those entries that include 
concept artwork. In fact, we'd like to see a few 
sketches with every entry, if possible. If you're 
emailing your entry, why not scan a picture in? 

Every month, we plan to pick your best 
game designs, then send them to a genuine 
‘game industry professional’ for judgement. Who 
knows? At best, you may get a job offer as a 
game designer. At worst, you'll win an Official 
PlayStation 2 Magazine t-shirt. 

Write to: Designer Genes, Official PS2 
Magazine, Future Publishing, 30 Monmouth 
Street, Bath BA1 2BW. Or send us an email at 
PS2@futurenet.co.uk. Keep your entries to 
around the 200 words limit, and remember 
those sketches. 

To give you an idea of what we're on about, 
here’s one we've half-inched from PC Gamer. 
Alden Speiss, we salute you! Want a t-shirt? 








GAME #01: MAD SCIENTIST 

Designed By: Alden Speiss 

Inspired by Dungeon Keeper, the aim of this 
game is to pay back an unfeeling world by 
breeding genetically modified monsters to crush 
the local town. As your warped nightmares 
spread further across the Earth, you come to the 
attention of the army, animal rights protesters, 
other mad scientists and similar psychopaths. 
You must then defeat their forces, terrorise 
bigger cities and topple their monsters with the 
might of the evil behemoths you've created, until 
they bow down before you and declare you ruler 
of the WORLD! Bwah-ha-ha-ha-ha! 


WRITE TO: 


RESULT! 


Want to show the world how good hie are at 
PS2 games, and get your name in lights? 


Reckon you're good at games? Then write to 
Result!, where we'll be running tables listing your 
times and scores:on all the best PS2 games. 

To enter, you MUST send in a photo or 
video of your score in order for your effort to be 
‘confirmed’. All photos MUST have your name, 
address and score/time on the back, and videos 
MUST have a label stuck to them with the same 
info. Include a stamped, addressed envelope, 
and we'll do our best to return them. Senders of 
the most impressive confirmed times/scores 
each month wins an OPS2 Magazine t-shirt. 

For our first issue, we're particularly 
interested in best times and high scores for: 
Ridge V, Tekken Tag, SSX and TimeSplitters. But 
remember, we're after scores for any games you 
think you're particularly good at. 

Write to: Result!, Official PlayStation 2 
Magazine, Future Publishing, 30 Monmouth 
Street, Bath BA1 2BW. Or (you guessed it) email 
PS2@futurenet.co.uk. 











We pride ourselves 
on the definitive 
nature of our reviews, 
but that doesn’t 
mean we're not 
interested in what 
you have to say. If 
you reckon one of 
the reviews in this 
issue is so wrong it 
hurts, why not tell us 
your version? Keep it 
to under 200 words 
(and don't forget the 
mark out of 10!) and 
state your case. 
Also, please 
understand that the 
likes of “SSX is arse 
and Richards is 
talking out of his...” 
possibly won't get 
printed. All entries 
we do run win that 
exclusive t-shirt. 
Write us at: You 
Got It Wrong, Son!, 
Official PlayStation 2 
Magazine, Future 
Publishing, 30 
Monmouth Street, 
Bath BA1 2BW. 
Or email us at 
PS2@futurenet.co.uk. 


WRITE TO: 


LICENCE 
TO THRILL! 


Reckon you know a 
book, film or TV show 
that’s just dying to be 
made into a brilliant 
game? Then we want 
to hear about it, 
including all your 
arguments as to why 
it'd be so dandy. 
Once again, there's a 
t-shirt on offer for 
any entries used. 
Remember, though - 
it's up to you to 
come up with a few 
convincing {and 
hopefully amusing} 
reasons why your 
book/film/TV show 
would make such a 
top game. 
Remember, 
too, that the more 
unexpected your 
idea the better - so 
arguing that Harry 
Potter would make a 
great RPG, or Buffy 
would be a good 
survival horror, isn't 
exactly going to 
surprise us. 
However, reasoning 
why, say, Kafka’s 
Metamorphosis 
would make a superb 
adventure (but you'd 
need this controller 
that alters shape, like 
something out of a 
Cronenberg film) 
probably would. 
Write us at: Licence 
To Thrill!, Official 
PlayStation 2 
Magazine, Future 
Publishing, 30 
Monmouth Street, 
Bath BA1 2BW. Or 
email us. Whatever. 








OFFICIAL PLAYSTATION 2’S 


Pectialiar Le Liget 


Who is the raunchiest ‘chick’ in games? Each month in Ladder Of 
Lust, the leading ladies of PS2 go head-to-head. And your votes 
can influence who tops the list, who gets kicked out and who gets 
in. Y'know, there’s something plain wrong about this... 


1. LARA CROFT 3] 
TOMB RAIDER: NEXT GENERATION 

A PSone game, a PS2 game, a film, a worrying beach 
towel... Lara’s rise continues. As does ours. Look, sorry. 
Chances of appearing on PS2: See page 47 now, 


2. UNKNOWN (NE) 
TEKKEN TAG TOURNAMENT 

Mystery street urchin (plus pet wolf]. Like bunny boile 
covered in snot? She’s your woman! And seek help. 
Chances of appearing on PS2: A\ ly the 


3. Al FUKAMI 1] 
RIDGE RACER V 

New, erm, ‘dirtier’ Ridge girl, replacing the clean-cut Reiko 
Nagase. And don't say the surname out loud. Don't. 
Chances of appearing on PS2: Already there 


4. TINA ARMSTRONG (NE) 
DEAD OR ALIVE 2 


A “well-built pro-wrestler, age sording to one of 
those bizarro lists that come with Jap beat-'em-ups. 
_ Chances of appearing on PS2: Game on 


5. CLAIRE REDFIELD (NE) 
RESIDENT EVIL 


A cute, cocksure, leather-clad, zombie-hating biker bird. Is 
it us, or does this sound like Page Three? 
Chances of appearing on PS2: Incoming! 


6. MARY-BETH CASEY (NE) 
TIMESPLITTERS 


Homecoming queen by day, zombie killer by night, not a 
real person outside this column. Foxy! 
Chances of appearing on PS2: Already there 


7. KAORI (NE) 
SSX 

A freestyle rider with ‘a positive groove’. And one helluva 
lot healthier than writing about any of the other riders. 
Chances of appearing on PS2: Already there 


8. REGINA (NE) 
DINO CRISIS 


Other girls hate zombies. Regina, however, has it in for big 
lizards. ‘Grrrr-owl!’ (it says here. 
Chances of appearing on PS2: On the way 


9. GRETEL (NE) 
TIMESPLITTERS 


Skinny, yo-yo touting, red-and-silver robot lady, nominated 
by The Sefton. The Sefton needs a lie down. 
Chances of appearing on PS2: Already there 


10. MAMA TUA (NE) 
READY 2 RUMBLE: ROUND 2 


400Ibs — and all woman! Look, we're getting desperate 
It’s either her or Bill who cleans the bannisters 
63 Chances of appearing on PS2: Already there 


Bubbling under: Kate Archer (No-One 
(TimeSplitters), Nina Williams/Anna Williams (Tekken Tag Tournament), 
Elise (SSX), Jill Valentine (Resident Evil]. And yes, we like real ladies. too. 


ives Forever|, Dr Katje Nadir 





NEXT MONTH IN ENDGAME 

In our first genuine, proper EndGame section, we've got Designer 
Genes, Result!, Ladder Of Lust plus all the other regulars trumpeted 
on this page, along with the arrival of The ShortList, BrainStorm, 
Insider Job, the PS2 Quiz, regular columns and more. Get writing! 








Videogaming has changed. xtremeplaystation.com 
a Se UK’S LOWEST 


pe : PRICES ON 
ee = PS1+2 GAMES!!! 


¢ FREE Ist class delivery 


¢ 14 DAY money back guarantee 
¢ SECURE trading 

¢ DAILY special offers 

¢ WEEKLY auction bargains 


VISIT OUR SITE NOW! 





Metal Gear (NES/MSX, 1987) 


TRE PLLA 


Mme. FURY 

09067 361562 

ue EO : ERATE DELIVERY DRIVER 
07067 361563 09067 361565 
me STAR § QEreS MY DAUGHTER'S PREGNANT 
09067 361564 07067 361566 


GALLS ARE CHARGED AT £1/MIN AT ALL TIMES. STOKELINES, P.O. BOX 43, WARMINSTER, BAIZ 7PP 
PLEASE SEEK PERMISSION FROM THE PERSON PAYING THE PHONE BILL BEFORE CALLING 









Metal Gear Solid (PlayStation, 1998) m= | 


FOR YOUR MOBILE PHONE! 
\J°J) GET THE VERY LATEST GRAPHICS & RINGTONES 
Call the number below from any phone, 
select the item you want, enter your mobile 
number and we'll send it strait to your NOKIA 


A @BO@ Eales CVO, 
SIMPLY CALL: 


r tra, ers > <a = rea pe ar ae, Ghai 
—s 09065 899 9303 
ce 3, om ro view icons CHECK OUT 
per mint bJE-4b} PP Horie 0 Pd 
Metal Gear Solid 2: Sons of Liberty (PlayStation2, 2001) ~ NB: Ringtones & graphics only work with certain NOKIA models. Check compatability when you call. 
Calls cost 60p/min Av. call duration 3 mins. lconaphone Box1896 London WC1N 3XX 


So has its bible. - 2 b mvs | ol = 


On the pull? - Get the Vibe! 
09062 77 33 0 


“CALLERS MUST BE 18 TO USE THIS MESSAGE EXCHANGE SERVICE. CALLS COST 25P/MIN. VIBE, PO BOX 4DZ, LONDON, N1 1AA 

















The future of electronic entertainment 





CALLERS MUST BE 18 TO USE THIS MESSAGE EXCHANGE SERVICE.. CALLS COST 60P/MIN. PHONEBAR, PO BOX 40Z, LONDON, N1 1AA 
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GAMEOVER 


The best PS2 games/The best end sequences/The best illustrators 

















FACTFILE 
Game: Tekken Tag 
Tournament 
Developer: Namco 
Publisher: SCEE 
Review: OPS2 #1 


#Z]] 


The final moments of Kazuya, killed by his own son, Jin. As interpreted by Mr Jago in the first of an ongoing series. 





WHAT? 

So, exactly what’s 
going on here then? 
Defeated, lying dead 
at the feet of his 

son and slayer, Jin, 
Kazuya’s reign has 
been ended once and 
for all. Fuelled with 
unbridled hatred, Jin 
hauls his father's 
lifeless body into the 
air, holding him aloft, 
curling his fist and 
ready to vent his 
anger one last time 
against the man who 
caused his family 
such pain. But then it 


hits. Racked with grief, 


Jin drops his father’s 
pathetic body, falls to 
his knees and bows 

his head in sorrow... 


178 —J =. 


" # 
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YOUR GO! 

We've chosen Jin's 
end sequences to 
kick off GameOver, 
but we want your 
votes! Let. us know 
your favourite PS2 
end sequence, and it 
could appear here. 
Prizes are on offer, 
including a framed 
print of the final art 
that appears on this 
page. Write us at: 
GameOver, Official 
PlayStation 2 
Magazine, Future 


WHY? 
s 
Tekken Tag reviewer Ben Lawrence explains 
why he chose Kazuya’s end for GameOver. 


0? 
Top drum 'n’ bass illustrator Mr Jago expects 


What do you have to do to get here? Let us 
his pre-ordered PS2 to turn up in November. 


reveal the secrets of our Memory Card.. 

















To reach Jin's poignant final movie, you 
must play through and complete Tekken 
Tag using Jin in Arcade mode. Then, by 
repeatedly completing Jin's story, you can 
watch different versions where both he and 
Kazuya are decked out in different clobber. 
Remember, too, that if you complete 
Tekken Tag as other characters, you get 
completely different endings. Finish it.as 


‘The story of Heihachi, Kazuya, Jin and Jun 
has become the moral backbone of 
Tekken. Because Jin is now struggling to 
save his soul from the forces of darkness — 
his father having failed in that, of course - 
I've long been keen to see how their story 
concluded. But it was dead surprising to 
see Jin actually defeat his father, especially 
considering how power hungry Kazuya is 


“Before | drew this, I'd played Tekken 2 on 
my flatmate'’s PlayStation a few times [I like 
playing as the drunken master guy), but | 
hadn't seen Tekken Tag. The scene with Jin 
and his dad - it's twisted. There's no going 
back from that, is there?! drew it samurai- 
style, with the story in mind, but it’s hard to 
show that kind of rage the way | draw. My 
favourite bit of the finished thing is Kazuya 































Jun, for example, and you'll witness a spot (or was). How much further can the Tekken and his facial expression. He doesn't look tee and = 
' ' ' ies ' ' Monmouth Street, 
of Tekken miracle-working... story Gor ? Kazuya really dead? We'll have dead, though — just a bit unwell. It’s all a Bath BA1 2BW. Email 
to wait until next year’s Tekken 4 to see...” bit sad really...” PS2@futurenet.co.uk. 














, www. softwarefirst.com 
Flite = Tel. 01268 531222 Fax. 01268 288049 
ee Email. sales@softwarefirst.com 
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Army Men Sarges|Heroes Dead Or Alive 2 : Driving Emotion Type S 


_— Master Gran Turismo 2000 ~~ Gunslinger ~~ faternationel frock & Field Kessen) 


* 
£299.99 


FREE 
UK DELIVERY, 






































Bn! pe ee, 


Official Controle 2 Official 8Mb Memory Card Official Multi-Tap 2 MadCatz Advanced Controller 





MadCatz Panther P2 





MadCatz Memory Card 16Mb MadCatz DYD Remote Blaze Shumacher G R Wheel 






















SEX 5S14 3BR Some titles may not be reldased at the time of going to press. Pricesjore subject to change without notice. 


-4pm. Cheques/P0's poyable to SOFTWARE FIRST, FREEPOST, ANGI778, BASILDON, 
item R.0.W £3.50 per item. All web 
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IT’S PLAY TIME 








